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PREFACE TO THE FIRST EDITION. 


Ir has often occurred to the Author that there are two principal defects in the 
existing treatises on the game of Whist—the ono that the principles of play 
are, in general, laid down as so many isolated and arbitrary conventions, the 
reasons upon which such principles are based being seldom, if at all, and 
scarcely ever fully stated; the other, that suitable illustrations by which 
alone the principles can be brought forcibly home and fixed in the memory, 
are almost entirely wanting. Tho present work is an attempt to supply these 
deficiencies. With regard to the latter, the Author feels that nothing, in 
point of illustration of principles, can be so instructive as a selection of hands 
played completely through, and accompanied by copious explanations. The 
idea, it is believed, as applied to Whist, is a new one, though a similar plan haa 
long been in use in treatises on Chess. 

It has not been deemed necessary to occupy space by detailing the mode of 
playing and of scoring, as this information can be readily acquired at the table. 
The reader is, therefore, credited with this elementary knowledge, and is con- 
ducted at once to the General Principles, which he is advised to consider care- 


fully before proceeding to the Hands. 
A 2 


PREFACE TO THE FIFTH EDITION. 


Tue favourable reception accorded to this work, has stimulated the Author to 
Cc 

spare no pains to perfect the present edition. With this view a code of laws 

has been inserted, the text has been carefully revised throughout, much fresh 


matter and several new hands have been introducodc; and the Chapter on 


trumps has been recast. 
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PART II. 


THE LAWS OF WHIST. 


(Revised from the text of Hoyle. The portion in brackets [] sup- 
plied by the author, is in accordance with the practice of the West-end 
Clubs. The whole has been submitted, to and approved by several 
players of authority.) 








OF OUTTING. 


1. The first four players who come into the Card Room have a 
right to play the fizst rubber. [If more than four assemble at once 
they all cut; the four lowest play. They cut again for partners. | 


2. Six players constitute a full table. [If a seventh arrives, he 
must wait till another table is formed, or till one of the original 
six leaves.] A player who has not played has a prior right to one 
who has played at another table. (Vide notes.) 

(The above are the regulations in force at the Portland Club.) 


In cutting, the ace is lowest.—--———-When cutting, the pack should, in 
strictness, be placed on the table without being spread; but the common 
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practice is to spread the pack and to draw a card, instcad of cutting. In 
cutting for pariners the two highest play against the two lowest. The lowegt 
has the deal and the choice of seats and cards. If the two lowest cut cards 
of the same value they cut again for deal.——If the two middle cards cut 
are of the same value, those two cut again for partners, Example: A three, 
two sixes, and a knavo are cut; the two sixes cut again, and the lowest plays 
with the three. Thus, if at the second cut the two sixes cut a king and a 
queen, the queen plays with the three. If at the second cut a lower card 
than the three comes up, the three retains its value as original low, and has 
the deal and choice of seats and cards,——If three cards of equal value are cut 
they cut again; and the fourth retains its original value as highest or lowest. 
Example: Three aces and a two are cut. The three aces cut again; the two is 
the original high, and plays with the highest. Suppose at the second cut 
two more twos and a king are drawn; the king plays with the original two 
and the other pair of twos cut again for deal——Now suppose the second cut 
to consist of an ace and two knaves; the two knaves cut again, and the highest 
plays with the two.——_———Jnecutting to the dealer not less than four cards 
must be cut from the top and not less than four left at the bottom of the 
pack. If a card is exposed in cutting to the dealer, the pack should be 
re-shuffied and cut again——-———If_ in cutting in, in cutting out, or in cutting 
for partners, a player exposes more than one card, and he is uncertain as to the 
card which he intended to cut, it is no cut, and the player cuts again. 

After one rubber the players cut out, ties being decided as in cutting for 
partners. In cutting out the highest retires, or the two highest, if two are 
waiting to come in. If only one frosh player comes in, the three who re- 
main qualify, after the second rubber, by another cut, and one of them 
goes out, or two of them if two are now waiting tocomein. In subsequent 
rubbers, those who have played the greatest number of rubbers without 
going out, go out by rotation. But if any of those whose turn it is to go out 
have played an equal number of rubbers without going out, they qualify by 
cutting, and the highest is out. Tf a player quits the table out of his turn, 
only one of those whose turn it is to go out can be called on to do so, as only 
two players can enter at a time if two of the original players wish to remain in. 
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OF MAKING THE CARDS. 


e 
3. [Hach player has a right to shuffle or make the cards. The 
dealer has a right of shuffling last. ] 
It is a common error to suppose that cards may not be shuffled by dealing 


them out on the table. The law imposes no restriction as to the mode of 
shuffling. 


OF DEALING. 


_ 4, [If the dealer shuffles after the pack is cut with his consent, 
it is a misdeal. | 
The dealer’s consent is implied by his presenting the pack to be cut. 


It is important to note the distinction between a misdeal, which forfeits the 
deal to the adversaries, and a fresh deal, when tye same dealer deals again. 


5. [If the dealer deals without having the pack cut, or if he deals 
out of turn, or with the wrong pack, he may be stopped at any time 
before the trump card is turned; but if the trump card is turned the 
deal stands good. ] . 

6. [If the dealer’ deals more than one card at a time, or if he 
misses a hand in dealing, he may rectify the error before dealing to 
the next hand ; if he does not rectify it before dealing to the next 
hand it is a misdeal. | 





The dealer has no right to count the cards, dealt or undealt, to ascertain 
whether he has made a mistake. ° 


7. If a card is faced in the pack there must be a fresh deal, 
unless it is the last card. 
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"8. If a card is exposed in dealing, the side not in fault have a 
right to look at it, and the option of calling a fresh deal. (Law 9, 
note.) 

If they agree not to call a fresh deal, the deal stands, and the exposed card 
cannot be called. 

9. If the adversaries take up their cards during the deal, the 
dealer cannot lose the deal, but is entitled, if he commits any error 
in dealing, to deal again. 

It follows that if the dealer exposes a card in dealing under the circumstances 


mentioned in Law 9, no fresh deal can be called.——Should the dealer’s 
partner also take up his cards, Law 9 does not take effect. 


10. If any hand has less than thirteen cards, and any of the other 
hands the corresponding surplus, it is a misdeal. 

if the hand has been partly or wholly played out, it is still a misdeal.- 
(Law 18, and notes.) 


OF THE TURN-UP CARD. 


11. If the dealer drops the turn-up card with the face downwards 
on one of the hands it is a misdeal. 
The dealer may place the trump card face downwards on the table but not 


on the cards. The dealer may be stopped from turning up till all points 
connected with the deal (Law 5) or with the honours (Law 30) are agreed on. 





12. The dealer is bound to leave the trump card face upwards on 
the table till it is his turn to play, when he may mix it with his 
other cards. After this no one has a right to be informed what 
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card was turned up, nor who dealt; but any a ad may be told 
what the trump suit is. 


“hi is commonly supposed that the dealer may not take up the trump card till 
after he has played. The strict law is as above; tho object of it is that the 
dealer should not have two cards on the table at the same time. If the« 
dealer takes up the trump card before he is entitled, he may be called on to 
show it ; and if he shows a wrong card, the card wrongly shown may be called. 
If the dealer forgets which was the trump card, the club custom ia to 
make him expose (Law 24) one card after another till he shows the right one. 
In the opinion of the writer this penalty is too severe, and could rarely be 
enforced in private circles without giving rise to ill-fesling. If the 
trump card is left on the table after the time allowed by law, it becomes an 
exposed card, and in strictness may be called; the penalty is never enforced. 











OF PLAYING WITH THE WRONG NUMBER OF OABDS. 


18, Every player before he plays is bdind to count that he holds 
thirteen cards. If a player plays to the first trick holding less than 
thirteen cards, and the other players have their right number, the 
deal stands good (Law 10). The player who plays with less than 
thirteen cards is liable for any revokes he may make through having 
a card shori in one suit; and he may be required to play the hand 
out, whether the missing card is found or not. 

If the other players have the corresponding surplus, it is a misdeal (Law 10). 

~If the pack contains less than fifty-two cards, and the deficiency is 
discovered before the holder of less than thirteen cards plays to the first trick, 
there must be a fresh deal.———If it is not discovered till after tho player who 
holds less than thirteen cards has played, and the other players hold their right 


number, Law 13 comes into operation.._-_———There is no penalty for playing 
with more than thirteen cards; so if a pack contains more than fifty-two cards 
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and the fact ia discovered before the cards are cut for the next deal (Law 22, 
note) there must be a frosh deal. 


e 


OF LEADING OUT OF TURN. 


14, If any player leads when it is the adversary’s turn, the card 
so led may be called (Laws 24-25), or a suit may be called from the 
offender or his partner the next time they have the lead. And, 
similarly: If any player leads when it is his partner’s turn, the 
adversaries have the option of calling the card (Laws 24-25) or of 
calling a suit from the right player. 


Vide Laws 16-17.——-——If the player called on has none of the suit called, 
he plays as he pleases, and no further penalty can be exacted _————If a mis- 
lead is followed by all the players, the trick is completed, and it stands good. 
But if the trick is not completed, the lead may be compelled from the right 
player, and the card impropéfly led can be called. It is a disputed point 
whether cards improperly played by the second and third players in this case 
can be called. In the opinion of the writer they should not be called. 


15. [If the leader having led a card, leads another without wait- 
ing for his partner to play, the adversaries hare a right to call on 
the third player to win, if he can, any of the cards to which he has 
not played. And similarly:] If the second player, having won a 
trick, leads another card before his partner plays, the adversaries 
may oblige the fourth player to win the former trick if he can. 


it several cards are led one after the other without waiting for partner to 
play, the partner may be called on to win any of the cards so led. If the lead 
is thus given to the partner, the remaining cards led out of turn can be called 
(Laws 24-25, and note), 
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OF PLAYING OUT OF TURN. 


° 16. If the third player plays before the second, the fourth has a 
right to play before his partner. 

17. If the fourth player plays before the second and third, the 
second may be required either to win or not to win the trick. 

Vide Laws 14-15. If in the case mentioned (aw 17) the second 


player has none of the suit led, he may, of course, be required either to trump 
or not to trump the trick. 





OF REVOKING. 


18. A revoke is established when the trick in which it occurs is 
turned and quitted, or when the player revoking or his partner has 
played again. 

19. Should any player renounce (7.¢., aot follow suit) and discover 
before a revoke is established (Law 18) that he has some of the suit 
led, the adversaries may call, from the person who renounced, his 
highest or lowest card of the suit led; or they have the option of 
calling (Laws 24-25) the card improperly played. 

If a player renouncés, his partner is permitted to ask him whether he has 
any of the suit led.——_————If a renounce is corrected after any of the subse- 
quent players have played, they are at liberty to withdraw their cards and to 
play differently : and cards thus withdrawn cannot be called, 

20. When a revoke is made, the adversaries may add three to 
their score, or take down three from the score of the revoking 
party, or take three of their tricks; and the side revoking canflot 
score game that hand. The revoke penalty takes precedence of all 
other scores. 
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Example,—li a player revokes when the adversaries are two to love, the 
adversaries win a treble, as the revoke counts before tricks. The hand, how- 
ever, should be played out if required. The others may have revoked alsé. 

If a player revokes more than once in a hand, any of the penalties 
(Law 20) may be taken for each revoke; but one penalty cannot be divided. 
Thus two cannot be taken from the adversaries’ score, and one from their tricks, 
——————-=If both sides revoke, the penalty is mutually taken, and neither side 
can score game that hand. 


21. When a revoke is claimed, the accused parties are not to 
mix their tricks. If they mix their tricks the revoke penalty can be 
scored against them. 

22. No revoke can be claimed after the cards are cut for the 
next deal. 


The act of cutting with the adversaries’ consent (Law 4, note), signifies the 
acceptanco by all parties of tee previous hand; so, after the cut, no question 
of the validity of the play of the previous hand can be raised.—__———Scoring 
is not affected by this law. Vzde Laws 29-30. 


OF SEPARATING AND EXPOSING CARDS, 


23. If a player separates (vide note, Law 25) a card from his 
hand, the adversaries may call it if they name it. If they name a 
wrong card, they cannot afterwards call the right one; and the 
adversary who miscalled, is liable to have called his highest or 
lowest card in the suit led, the first time he has to play. 


Vide Law 34,.___—It._ follows that the penalty must be exacted to the 
trick in course of play if the miscaller has not yet played to it. 


24. If any player exposes a card with its face upwards on or 


THD LAWS OF WHIST. 15 


above the table, the adversaries have a right to see it without 
naming it, and to call it. (Law 25.) 

"95. Cards which the adversaries have a right to call, are to be 
left face upwards on the table, and not taken into the player’s 
hand again; and the player is bound to play them when they are 
called, provided the call does not cause him to revoke. The call 
may be repeated at every trick till the card is played. 


The custom has always been to consider cards turned face upwards on or 
above the table, as exposed cards liable to Law 24; cards detached from the 
hand above the table, but not turned face upwards, and cards turned face up- 
wards below the table as separated cards liable to Law 28, In private circles, 
the penalty for separating cards is sometimes not enforced. In the writer's 
opinion, the strict game should always be played.——-——It_ is a common 
error to suppose that exposed cards must be named. Naming only applies 
to separated cards.——-Another common error is, that a player may be 
prevented from playing an exposed card; whereas, if an exposed card is 
got rid of in course of play, no penalty remains.——-_——_If more than one 
card is exposed at one time, the adversaries may choose which of the exposed 
cards they will first call, and so on with the others, It is a common error to 
suppose, when two cardg are exposed in leading or in playing to a trick that 
only one of them can be called.——_———If any player feels sure of winning 
every trick, or the game, and shows his cards on or above the table, he is liable 
to have them called in any order the adversaries please. But if he leads several 
cards consecutively, without waiting for his partner to play, he is only liable to 
Law 15.——-——-Many players erroneously suppose that if an exposed card is 
not played to the first call, the penalty is extinct; whereas the law is, that 
the call can be repeated till the card is played. If a player ignores a call that 
does not cause him to revoke, and plays another card, he can be compelled to 
answer the call, and to leave the card improperly played on the table, to be 
called. (Law 25.) 


16 THE LAWS OF WHIST. 


OF OMITTING TO PLAY TO A TRICK. 


26. If a player suffers a trick to be turned and quitted withovt 
playing to it, the adversaries have the option of calling a fresh deal. 
OF PLACING THE CARDS. 

27. Each player in playing ought to lay his card before him, 
without mixing it with the other cards of the trick. If either 
adversary mixes his card with those on the table, the partner of 
the player who pursued the correct mcthod is entitled to insist 
that each player lay his card before him; but he is not entitled to 
inquire who played any particular card. (Vide Note.) 


This is the strict law. In defiance of the law, the common practice is, 
until a trick is gathered (7.c., touched after it is completed, with the intention 
of collecting it), not to refuse to place the cards for any player who asks it,—— - 
It is also very common to askgone player to place his card; it is difficult to 
prevent this irregularity, but it should be opposed whenever practicable-——~ 
If a player asks for a particular card to be placed, and the wrong one is 
appropriated, and the player making the illega] inquiry is thereby misled as to 
the card he should play, he must abide by the consequences,—————Cards 
must not bo placed oxcept at the request of a player. 


OF LOOKING AT THE LAST TRICK. 
28. [Each player has a right to look at the last trick, in addi- 
tion to the whole or any part of the trick in course of play. | 


A trick is in course of play till it is turned and quitted, after which the 
previous trick can no longer be seen. 


‘ OF SCORING.* 


29. [An-admitted overscore of tricks or honours, or an admitted 
omission to score tricks, may be rectified at any time during the 
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game, except four is scored instead of three, or three instead of four, 
when the overscore or omission cannot be rectified after any player 
has looked at the hand subsequently dealt. An admitted error in 
scoring a single, double, or treble game, may be rectified at any time 
during the rubber. | 

30. When the trump card is turned up, no honours in the pre- 
ceding deal can be reckoned, unless they were before claimed. 


Honours should be named as well as scored.—--———There is no penalty for 
scoring honours when not entitled to them. 


OF INTIMATIONS. 


The only Intmations allowed, are those specified in the laws, There is no 
direct penalty for other intimations, owing to the difficulty, if not impossibility, 
of defining what an intimation is. Thus, though it is very improper for any 
one to indicate the nature of his hand by any gesture or remark, thero is no 
direct penalty for so doing. The indirect penalty for intimations is, that the 
person who persists in making them will soon find no one to play with him, 


OF DOUBLE DUMBY AND’ DUMBY. 


The laws of DousLteE Dumsy are the same as those of Whist, except that no 
penalties apply to Dumpy’s partner for offences of which Dumby, having no 
eyes, can take no advantage. Thus, if Dumby’s partner exposes his cards, 
they cannot be called. If he plays from the wrong hand, a suit can be called 
from the right one, but the adversary has not the option of calling the ex- 
posed card (Law 14). At Double Dumby it is well to agree that there shall be 
no misdeal, as the deal is a disadvantage to the dealer. 


The laws of Srncue Dumsy are the same as those of Double Dumby, except 
that Dumby's hand cannot revoke. If he does not follow suit when he can, 
and the misrenounce is not discovered till after the trick is, turned and 
quitted, the trick stands, and the hand must proceed as though no revoke had 
been committed, 


EXPLANATION OF SOME TECHNICAL TERMS, 


To BRING IN A SUIT (vide To command). 

To COMMAND A suIt.—A suit is commanded (entirely or completely) by the 
hand that holds a sufficient number of winning cards in it to make every trick. 
Thus, if nine cards of a suit, including the honours, are played, the holder of 
ten and nine completely or entirely commands the suit. A suit is often said 
to be commanded by the holdét of the winning carda, especially if the chances 
are in favour of his drawing the others; as with ace, king, queen, &o., of a 
suit not led; or in the case first stated, if eight cards only are played, the 
holder of the ten and nine would be said to command the suit, but not entirely 
or completely. When a player is left with long cards, or with the command, 
in consequence of having led from a long suit, he is said to have established 
his suit; and if the adversaries’ trumps are out, and he gets the lead, he makes 
every remaining trick in the suit, or brings it in. 

A Cross-ruFF (saw or see-saw) is the alternate trumping by partners of 
different suits, each leading the suit in which the other renounces. 

Discard (vide To renounce). 

To ESTABLISH A SUIT (vide To command). 

A FINESSE is an endeavour, by the second or third player, to obtain or to keep 
the command of a suit by heading a trick with an inferior card, though holding 
a higher one of the suit not in sequence. Thus, with ace, queen, third hand 
playing the queen is finessing. The third player somotimos finesses by pass- 
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ing the card led; thus, if queen is led, the third player with ace and small 
ones, finesses by playing a small one. 

A FORCING CARD is a card which compels one of the players to trump in 
“ardor to win the trick. To JSorce or to give a force is to lead a forcing card. 

A Lone surr is a numerically strong suit (1, a). Long cards are cards of a 
suit remaining in one hand after the remainder of the suit is played. 

PLAIN SUITS are suits not trumps. 

To RENOUNCE is not to follow suit. The card played in renouncing is called 
the discard. The word discard is sometimes loosely used to signify a losing 
card; thus a player may say, “I discarded the three of diamonds to your ace.” 
When a player does not follow suit, and plays a trump, it is not called discard- 
ing, but trumping or ruffing. 

To guEF (vide To renounce). 

Saw or Szx-saw (vide Oross-rnff). 

A SEQUENCE is a succession of cards in their playing order. When the 
highest cards in a suit ina hand form a sequence, it is called a head sequence ; 
thus, such a suit as queen, knave, ten, six, contains a head sequence of queen, 
knave, ten. Sequences which do not head a suit in a hand are called under 
sequences ; thus ace, queen, knave, ten, is an example of an under sequence of 
queen, knave, ten. - 

TeNnace. When a player holds the best and third-best cards (e.g., ace, queen, 
of a suit not played), he is said to have a tenace or major tenace, An example of 
a minor tenace will be found at 8, c. 


PART I. 
GENERAL PRINCIPLES. 


ee 


INTRODUCTORY REMARKS. 





MOPSEFORE entering on an analysis of the goneral principles of 
ES) the Game of Whist, it is advisable to explain shortly on 
" what foundation these principles rest; for it might be 
supposed that an absolut demonstration of the propositions con- 
tained in these pages is about to be offered; that the chances for 
and against all possible systems of play have been calculated ; and 
that it can be proved that the one here upheld is certainly right, 
and all others certainly wrong. Such a view would be altogether 
erroneous,’ The problem is far too intricate to admit of being treated 
with mathematical precision. The conclusion that the chances are 
in favour of a certain line of play is not arrived at by abstract cal- 
culation, but by general reasoning, confirmed by the accumulated 
experience of practised players. The student must not, therefore, 
expect absolute proof. He must frequently be satisfied if the 
reasons given appear weighty in themselves, and none weightier can 
be suggested on the other side; and also with the assurancé‘ that 
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the play recommended in this work is for the most part that which 
the best judges of the game have all but unanimously adopted as the 
jresult of long combined experience. 


THE FIRST HAND OB LEAD. 


The considerations that determine the most advantageous card to 
lead at the commencement of a hand differ from those which 
regulate the lead at other periods; for at starting the Doctrine of 
Probabilities is the only guide; while as the hand advances each 
player is able, with more or less certainty, to draw inferences as to 
the position of some of the remaining cards. The number of the 
inferences, and the certainty with which they can be drawn from the 
previous play, constantly increase, so that it not unfrequently 
happens that towards the termination of a hand the position of 
every material card is known. 

In treating of the lead it will be most convenient to begin by 
examining the principles which govern the original lead. The 
application of these principles will require to be somewhat modified 
in the case of trumps, as will appear hereafter. 


1. LEAD ORIGINALLY FROM YOUR STRONGEST SUIT. 
a. The first question that arises is, which is the strongest suit # oA 
suit may be strong in two distinct ways. 1. It may contain more 
than its proportion of high cards. For example, it may contain two or 
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more honours, one honour in each suit being the average for each 

hand. 2. It may consist of more than the average number of cards, 

in which case it is numerically strong. Thus a suit of four cards, 
has numerical strength; asuit of five cards great numerical strengtl 

On the other hand a suit of three cards is numerically weak. 

b. In selecting a suit for the lead, numerical strength is the 
principal point to look to; for it must be borne in mind that aces 
and kings are not the only cards which make tricks ; twos and threes 
may become quite as valuable when the higher cards of the suit are 
exhausted. To obtain for your own small cards a value that does 
not intrinsically belong to them, and to prevent the adversary from 
obtaining it for his, is evidently an advantage. Both these ends 
are advanced by choosing for your original lead the suit in which 
you have the greatest numerical strength; for you may establish 
(vide TaoHNICAL TapMs) 4 suit of this description, while, owing to 
your strength, it is precisely the suit which the adversary has the 
smallest chance of establishing against you. A suit that is numeri- 
cally weak, though otherwise strong, is far less eligible. 

Suppose, for example, you have five cards headed by, say, @ ten in one suit, 
and ace, king, and one other, say the two, in another suit. If you lead from the 
ace, king, two suit, all your power is exhausted as soon as you have parted with 
the ace and king, and you have given the holder of numerical strength a capital 
chance of establishing the suit. Itis true that this fortunate person may be your 
partner ; but it is twice as likely that he is your adversary, since you have two 
adversaries and only one partner. On the other hand, if you lead from the five 
suit, though your chance of establishing it is slight, you at all events avoid 
assisting your adversary to establish his; the ace and king of your three suit, 
still remaining in your hand, enable you to prevent the establishment of that 
suit, and may procure you the lead at an advanced period of the hand; which 
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we shall find as we proceed is a great advantage, especially if, in the course 
of play, you are left with the long cards of your five suit. 

Phe best suit of all to lead from is, of course, one which combines both 
elements of strength. 

c. In opening a suit, there is always the danger of finding your partner very 
weak, or of leading up to a tenace in the hand of the fourth player. If you 
lead from a very strong suit, these dangers are more than compensated for by 
the advantages just explained; if your best suit is only moderately strong, the 
lead is not profitable, but rather the reverse. If all your suits are weak, the 
lead is very disadvantageous, The hand, however weak, must hold one suit 
of four at least, and this, if only headed by a ten or a nine (unless trumps, 13, e), 
should generally be chosen (8, c). Being unable to strike the adversary, you 
take the best chance of not assisting him. 

It follows that a suit consisting of asingle card is a very disadvantageous one 
to lead from; yet no lead is more common even among players of some 
experience. The reason assigned in favour of this lead is the possibility of 
making small trumps. But it is important to observe, that you stand very nearly 
as good a chance of making trumps by waiting for some one else to open the suit. 
Tf the suit is opened by the strong hand, your barrenness will not be suspected ; 
youwill be able, if necessary, to win the second round, while you will be free from 
the guilt of having sacrificed any high card your partner may have possessed 
in the suit, or of having assisted in establishing a suit for the adversary. 
Again, your partner, if agrong in trumps, will very likely draw yours, and then 
return your lead, imagining you led from strength. If, indeed, he is a shrewd 
player, he will, after being taken in once or twice, accommodate his game to 
yours; but he can never be sure of the character of your lead, and may often 
miss a great game by not being able to depend upon you. If you have great 
numerical strength in trumps, the evils of a single-card lead are lessened; but 
in this case, as will hereafter be shown, if is generally right to lead trumps. 
In the opinion of the author, it may be laid down as an axiom, that in plajn 
suits, an original lead from a single card is in no case defensible. 

d. Many players will not lead from a strong suit, if headed by a tenace; 
preferring, for instance, to lead from ten, nine, three, to ace, queen, four, two. 
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They argue, that by holding up the ace, queen suit, they stand a better chance 
of catching the king. So far they are right; but they purchase this advan- 
tage too dearly. The probable loss from leading the weak suit is much greAter 
than the probable gain from holding up the tenace. 


e. Which card of the strong suit should be led originally ?—The 
key to this problem is furnished by the remark, that it conduces 
to the ultimate establishment of a suit to keep the commanding 
cards of it in the hand that has numerical strength. In the 
suit of your own choosing, you are presumably stronger than your 
partner ; it is therefore undesirable at once to part with your high 
cards. Hence it is best, in general, to lead the smallest. Your 
partner, actuated by a desire to assist in establishing your strong suit, 
will play his highest card to your lead (8, a), and if he fails to win 
the trick, will at all evepts force a higher card from the fourth 
player, and so clear the suit for you. Another reason in favour of 
leading the lowest is, that it increases your chance of making tricks 
in the first two rounds. For in the first round of a suit it ts, in 
general, the best play for the second hand to put on his smallest 
card, as ‘will be seen hereafter (6). If, therefore, you originally lead 
the smallest, holding suppose ace and others, the first trick will, 
in all probability, lie between your partner and the last player ; 
and since there is no reason why the fourth player should hold 
a better card than the third, it is an even chance that your partner 
wins the trick. It is certain (bar trumping) that you win the 
sécond round; therefore it is an even chance, if the suit is led this | 
way, that you make two tricks in the first two rounds. But if you 
lead out the ace first it is two to one against your making the second 
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trick, for the advorsarics have two hands against your partner’s one, 
an@ either may hold the king. A third reason for leading the lowest 
of your suit is, that your partner may prove utterly weak in it; 
and in this case it is important that you keep a commanding card, 
to stop the adversary from establishing it. 


It follows, when you lead a small card originally, that your partner should 
conclude you have led from numerical strength. 

J. There are two exceptions to the rulo of originally leading the lowest 
of a strong suit—I1. When you lead from ace with great numerical strength 
(1, a). In this case it is best to make sure of a trick with the ace, lest 
it is trumped in the second round, and by continuing tho suit, you are not 
unlikely to exhaust the other hands, and to establish it in two rounds.—— 
2. When your suit contains a strong soquence, it is best to lead one of tho 
sequence, in order to prevent tle adversaries from winning the first trick with 
a very small card. ® 


When you intend to lead from a sequence, the card to be 
selected depends on the nature of the sequence, namely, whether 
it isa head sequence og an under sequence (vide TecunicaL TERs). 
You should 

2. LEAD THE DIGHEST OF A HEAD SEQUENCE. 


a. For, otherwise, your partner is uncertain where the highest 
lies, and you and he may play two winning cards where one would 
have sufficed. For instance, if with queen, knave, ten, you lead the 
ten, your partner may put the king on it, but he certainly would 


not on the queen. 
b. On the other hand, if you lead from an under sequence, you 
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should lead the lowest. Thus with king, ten, nine, eight, and a 
small one, say the two, it would be wrong to lead the two lest the 
trick should be won too cheaply by the adversary. It would equally 
be wrong to lead the ten, as if your partner has any high card 
in the suit, you wish to get it out of your way. Moreover, the lead 
of a card like a ten being often indicative of weakness (3), your 
partner is left in doubt as to the character of your lead, and would 
very likely finesse disadvantageously, or hesitate to return the suit. 
The eight is, therefore, the proper card to lead. So with king, 
knave, ten, and small ones, the ten, and not the knave, is the card to 
lead. In this case your partner, not holding king or knave himself, 
and observing that neither of them falls the first round will conclude 
with tolerable certainty that you hold them. And this information, 
which could be convey@i in no other manner, is of the highest 
advantage, if you have a partner who knows how to avail himself 
of it (12, a). 


Analysis of leads in detail. 


The following analysis should be familiarly known by every 
player, not only that he himself may follow it, but also that he 
may, without effort, form a correct idea of the cards the other 
players hold, by observing what they lead. 


Ace, king, and others, lead king. This is an exception to leading the highest 
of a sequence. Your partner should not trump the king, for if you have not 
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the ace, you want the adversary to play it, that he may not hold the winning 
oarg of your suit. If your king wins, and you are obliged to change the suit, 
your partner is pretty sure where the ace is; but if you lead the ace, he can 
know nothing about the king, unless it is your practice to lead king from ace, 
king, when he would be sure that the king is against you. If you hold ace, 
king, and queen, follow king with queen, and still keep up the ace, and act 
similarly if intermediate cards drop, and you are left with ace and the next 
best. You do not begin with the queen, because if your partner has none of 
the suit he would probably trump it. With a bad partner all this is useless ; 
he will not be informed by it, and may possibly trump your winning card. Jn 
trumps, with ace, king, and five small ones, lead in the same way, as you are 
sure to be left with the numerical command of trumps; but with less than 
seven trumps, lead the smallest. Your ace and king must make, and you give 
your partner an even chance of winning the first trick (1, e); you retain the 
command, and have the advantage of the lead after the third round of trumps 
(18, e). With ace, king, queen, &c., of trumps, begin with the lowest of the 
sequence (12, 6). 

Ace, king, knave, §c., generally lead out king and ace, and if queen does not 
drop, continue with the smallest. If you lead king, and change the suit, your 
partner should understand that you hold the tenace, and are waiting to 
finesse on the return of the lead. This is always right in trumps, unless it 
is an object to get out two rounds (¢.g., with more than five trumps), when it 
is best to lead out king and ace, and to take the chance that the queen falls. 
It is obviously useless to wait forthe finesse if queen is turned up to your left. 

Ace, queen, knave, gc., lead aco and queen. If king is against you, he wins 
the queen, and you remain with tho best. 

Ace, queen, ten, nine, lead the nine. With more than four, the ace in plain 
sutts, but in trumps, the lowest of the ten, nine sequence. With ace, queen, 
ten, §c., and knave turned up to your right, lead queen, by which you retain the 
tenace on the return of the suit. Exceptional leads must be cautiously 
resorted to, as they are likely to deceive your partner; thus, leading the 
queen in this case might cause your partner to conclude that you led from 
weakness (3). 
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Ace, knave, ten, nine, lead ace and knave. Jn trumps the samo, if queen is 
turned up to your left; but otherwise the nine, and, if it wins, the ten. If qyeen 
is turned up to your right, the only chance of making four tricks is to lead 
the nine. 

In all other suits headed by ace, lead the smallest, with the exception speci- 
fied at 1, 7°; tn trumps, the smallest, even with great numerical strength, unless 
you have seven trumps. 

King, queen, knave, and one small one, lead king; continue with queen, and 
then, if ace does not fall, with the small one, on the presumption that partner 
has the ace. You must not presume this because king goos round, the ace being 
sometimes held up. If your partner is a fine player, continue in the second 
round with knavo, which informs him of your strength, for he knows you would 
not originally lead king, knave, in this way unless supported by queen; it would 
be dangerous with a moderate partner, as he would put ace on your knave. 
With king, queen, knave, ten, or king, queen, knave, and more than one small one, 
lead the lowest of the sequence. The ace will probably not be played second 
hand, on knave or ten, and Sou thus get an increased chance of two rounds, 
and so of clearing your suit; and if, in the second round, you continue with 
the next lowest (knave or queen), it informs partner of your strength. You 
are so strong that, if your partner has ace, you can afford to have the'trick 
won twice over (2, a), and he gets rid of the command of your suit. 

King, queen, and small ones, lead king; tn trumps the smallest, unless you 
hold seven trumps, or king, queen, ten, &c. If king goes round, continue with 
the smallest. Some players with ace, knave, &c., will not win the king, in order 
to keep the command of your suit. You must submit to that contingency. It 
is seldom good play except in trumps, with a fine hand also, when holding up 
insures the lead after the third round (13, e). 

King, knave, and others, lead the lowest. With ten also lead the ten; with 
others in sequence, as king, knave, ten, nine, the lowest of the sequence, to 
prevent the adversary from making a very small card the first round (2, 4). 
With king, knave, nine, §c., and ten turned up to your right, lead knave. 

In other numerically strong suits headed by king, lead the lowest (1, e, /). 

Queen, knave, ten, &c., lead queen ; and if it wins, follow with knave. 
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- Queen, knave, nine, §c., some players lead the smallest, others quoen, and 
finegse nine in the second round. The queen is certainly best tn trumps tf ten 
ts turned up to your right; but in all other cases, in the author's opinion, the 
small one is best, unless with six or moro of the suit, when the chances are 
that it is established in two rounds. By leading the smallest originally, you 
inform partner in the second round that you have led from strength (1, e¢), as 
otherwise you would lead the highest (3). 

Queen, knave, and two or more small ones, the lowest. You havo numerical 
strength, and your object is not to take the chance of catching the king, but to 
establish the suit. You therefore leave the first trick to your partner (1, ¢). 

In other suits of four at least, headed by queen, lead the lowest (1, e, f°). 

Knave, ten, nine, &c., lead knave. Some players lead knave from knave, ten, 
eight, §c.; but tho smallest is best, excopt when in trumps nine is turned up to 
your right. 

In all other strong suits headcd by knave, lead tho lowest (1, e, /’). 

In all suits of four cards or more without an honour, lead tho lowest, except 
with ten, nine, eight, &c., when lead ten. 


3. LEAD THE IIGHEST OF A NUMERICALLY WEAK SUIT. 


a. When it is your fate to open a numerically weak suit, your 
object should be to do as little harm as possible. You cannot 
expect to win many tricks, so you must do your best to assist or 
strengthen your partner by leading high or strengthening cards ;’ 
for, by leading the highest of a suit numerically weak, you take the 
only chance of keeping the strength in your partner’s hand, should 
he happen to hold it (1, e and 8, 5). 
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Another reason for leading the highest of a numerically weak 
suit is, that in the second round you inform your partner of, the 
state of your hand (12). Thus, suppose your original lead is a 
nine, if, in the second round, your partner can infer that you hold 
a higher card in the suit, he knows that you led from strength 
(1, e); but if, in the second round, you drop the eight, he is equally 
certain that you led originally the highest of a weak suit. If he is 
sure that you always lead from your strong suit originally, he 
knows you must have a very bad hand. 


b. When forced to lead originally from a numerically weak suit, you should, 
if possible, choose one in which you hold a sequence, such as queen, knave, 
ten; queen, knave, and one small one; knave, ten, and ono other, and so on. 
If you have no sequence, gead from your strongest weak suit. Thus, two 
hononrs not in sequence and one small one are better to lead from than ace or 
king and two small ones, and either of these than queen and two small ones. 
Lead, however, from such suits in preference to threo little cards, and lead the 
lowest; you run the risk of making your partner think you havo led from 
numerical strength (1, e), but you get compensatory advantages. By leading 
out the high card, you give up the command of the suit, and it is two to one 
against your partner’s being strong in it; but, if he has shown strength in it, 
is is often right to lead the highest. 

Choose next, suits headed by knavoe, ten, or nine, with two or one small ones. 
Of these suits lead the highest. 

Ace and one other, king and one other, queen and one other, are very bad 
suits to lead from, as, by holding them up, you and your partner stand a better 
“chance of making tricks in the suit; and if it should be the adversariea’ anit 
(the chances being two to one that it is), you keep the power of obstructing it, 
and of obtaining the lead at advanced periods of the hand. When, how- 
ever, you have any indication from the play that your partner is strong in 
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the suit, lead it, if you have no suit of your own. You lead the highest, 
according to the general principle. 


c. If all your suits are weak, the lead is very disadvantageous 
(1, 6—c). It is true that you must hold one suit of four cards at 
least, but it may so happen that your four card suit is composed of 
very small cards indeed, in which case you would prefer to open a 
suit containing better cards, though numerically weaker. With 
hands containing weak four suits and strong three suits, a choice of 
suit is sometimes difficult. Every one can see that ace, king, and 
queen is a stronger suit than five, four, three, two; but as you 
descend in one scale and ascend in the other, there comes a point 
where the two descriptions of strength (1, a) nearly or quite 
balance. It is, therefore, sometimes next to impossible to decide 
between the claims of two suits; you mgy, however, be consoled 
by the reflection that in such cases the expectation of gain or loss is 
about the same, whichever suit you select. 

There is another situation in which you may be forced to open a 
numerically weak suit, viz., when your only four card suit is the 
trump suit. You would then generally open one of the other suits 
as a smaller evil than leading a trump (13, e). 


4. AVOID CHANGING sUITS. 
a. The foregoing principles, though stated in respect of the original lead, 
apply also to leads generally; but, at advanced periods of the hand, their 
application is more or less modified by inferences from the previous play. = 


When you obtain the lead after one or more tricks have been played, 
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the question arises, whether or not you should open a fresh suit. Uf 
you have had the lead before, it is generally advisable to pursue 
your original lead, for you thus take the best chance of establishing 
your suit, and you open a fresh suit to a disadvantage (1, 6—c). 


The fall of the cards in the previous rounds may cause you to alter your 
game, Thus, the previous play may have already established your suit, or may 
have go nearly established it as to justify you in leading trumps (13, ¢); or 
your partner may have shown a very strong suit, or a strong trump hand, 
which may modify your game. Again, your partner may prove utterly weak 
in your suit: you would then often discontinue it, unless holding the winning 
cards or a strong sequence, because, with these exceptions, your continuing it 
gives the adversary the opportunity of tinessing against you, and of cutting up 
your suit; or you may sometimes discontinue a suit if you suspect it will be 
be trumpod by a hand you do not want to forco (15, a—b); but, failing such 
indications, it is best to pursue tho original load. 


b. If you have not ‘nad the lead before, it is in most cases 
advisable to open your strong suit, if you possess great strength in 
any suit, for you open such suit to advantage (1, a—c); but‘ with 
weak or only moderately strong suits, which you open to a disad- 
vantdge, you would often do better to return your partner’s original 
lead, or to lead up to the weak suit of your mght-hand adversary, or 
through the strong suit of your left-hand adversary. 

If your partner has had a lead, and you are thoroughly conversant with the 
system of leading developed in Sections 2 and 3, and with the analysis of leads 
(p.26), you know by the value of the card he has led whether he is strong or 
weak in that suit, unless he has led an equivocal card, which is led from both 
‘strong and weak suits. In this case, if you have no evidence from your own 
hand, or from the fall of the cards, you presume, with a good partner, that he 
has led from strength. But you mostly huve some evidence ; for instance, if 
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he leads a ten originally, he has led from king, queen, knave, ten ; from king, 
knave, ten (vide Analysis of Leads, p. 26); or from the highest of a weak suit 
(8, a). If you hold, or either adversary plays, king or knave, you know that 
‘your partner has led the highest of a weak suit. But in the absence of these 
cards, and especially if the ten wins the first round, or forces ace or queen 
from the fourth hand, you may conclude that your partner's lead was from 
strength, and you would do perfectly right to return it. 


ce. When, however, you have won the first trick in your partner’s 
lead cheaply, you must be cautious in returning it, as the strength 
must be between your partner and your right-hand adversary. 


For example, say « (alpha), 6 (beta), + (gamma), 3 (delta), are the four 
players, and that they sit in this order round the table, so that « leads and 3 is 
last player. If @ leads a small card of a plain suit, @ plays a small one,‘and y 
{third player) puts on his best card, the queen, which wins the trick, it is clear 
that 3 can have neither ace nor king; « cannot have them both, or he would 
have led one, therefore 6 must have one of them «least; and if y returns the 
lead, he leads up to #’s strength, and cuts up his partner’s suit. 


d, By observing the card led by either adversary, you can tell 
whether he has led from strength or weakness (4, 5); 80, also, you 
can judge from the card played third hand by the adversary, whether 
he is weak, it being presumed that the third player puts on his best 
(8, a). It is advantageous to lead up to a weak suit, because you 
compel the second hand to put on a high card, or give your partner 
the opportunity of finessing. It is generally less advantageous to 
lead through a strong suit, because you cannot be sure that the 
second hand is not very strong, nor that the fourth hand is weak, 
and you may be establishing the adversary’s suit and getting rid of 
the command of it from your partner’s hand. 
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¢. When you have led a strengthening card (3), and it wins the 
trick, you can rarely do better than continue with your next highest. 


For example, from queen, knave, and three you lead the queen, which goes 
round. It hardly requires to be stated that you make the best possible use of 
your suit by continuing with the knave. When your strengthening card does 
not win, the course of the play is the only guide as to whether you continue 
the suit. The application of the considerations advanced in this section will 
inform you where the strong and weak suits lic, and you will act accordingly, 
giving your partner his strong suit, or, if he has not shown one leading up to 
the weak suit of the right-hand adversary, or through the strong suit of the 
left-hand adversary. Thus, it is generally right if you are led up to originally, 
and your right-hand adversary shows great weakness in the suit, and you have 
no decidedly strong suit of your own to return the lead upto the weak hand. 

J. Towards the close of a hand, inference from the fall of the cards (18) 
sometimes causes departure from the rules here laid down respecting the lead 
(1-3). (Vide Hand iii. Trick iv., and Hand xxi. Trick ix.) In the same 
Hand (Hand xxi. Trick xi. is a position in which it is right to lead the lowest 
weak suit. 

gy. It has several times been assumed that it is advantageous to have the lead 
at advanced periods of a hand; we now see one principal reason why it is so. 
The lender knows by observation where the strong and the weak suits lie, and 
he wiil generally be able to make use of this knowledge for assisting his partner, 
or for obstructing his opponents. : 


In the second round of a suit, 
5. RETURN THE LOWEST OF A FOUR SUIT, THE HIGHEST OF A 
THREE SUIT. 


_ @. Because, in the first case, you originally had numerical 
strength in the suit, and you therefore keep what power you can in 
your hand (1, ¢); in the second case, you return the best to. 
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strengthen your partner (3, a). If you discard one of a four suit, 
and® are left with two only at the time you return it, you have 
destroyed the numerical power of your suit, and must therefore 
treat it as a weak suit, and return the highest. 

b. The advantages of this principle are numerous. In the case 
that you and your partner are both numerically strong, the return 
of the lowest prevents him from finessing in a suit which must be 
trumped third round. If you only are strong and your partner is 
weak, he supports your strong suit by not finessing in it. If your 
hand is weak, you naturally return a suit in which you infer that 
your partner is strong. You then return a strengthening card to 
get rid of a high card of your partner’s strong suit, and you enable 
him to finesse if he thinks proper, and so ee keep the command in 
his own hand (1, e). 


c. It is true that with two small cards only (say the five and the six), you do 
not strengthen your partner by returning the six. But there is a more refined 
advantage in keeping to the principle even with small cards—you enable a good 
partner to calculate how many you have left of the suit, and often where the 
remainder of it lies. Thiis, your partner leads a small card of a suit of which 
you have king, three, and two. You, as third player, put on the king. If you 
return the suit you return the three, when it ought to be inferred either that 
you have returned the smallest of a suit of four or more, or that you have no 
more of the suit left, or the two only. When your two comes down in the 
third round, it ought to be certain that you have no more. If your partner 
has confidence in you, he can often calculate what you have left before the 
third round is played ; thus, in the above instance, your partner, not having thé 
two himself, and seeing that it does not drop from the adversaries, concludes, 
with tolerable certainty, that you have the two and no more. 

There are two pecepHons to thé principle above stated: 1, When you hold 
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the winning card, you return it in all cases, lest it should be trumped in the 
third round; and, 2, When you hold the second and third best, you return 
the highest. Thus, suppose you have queen, knave, ten, and one small one of 
a suit of which your partner leads a small one, you (third hand) put on the ten, 
which is won by, say the ace. If you afterwards return the suit, you should 
return the queen, for you not only force out the king, if against you, but you 
also retain the power of eventually letting in your partner, should he have led 
from great numerical strength (1, a), an advantage which you lose by returning 
the small one (10, 6). 


THE SECOND HAND. 


In the first round of a suit, -7ou should generally, 


G. PLAY YOUR LOWEST CARD SECOND HAND. 


a. You presume that the first hand has led from strength (1), and 
if you have a high card in his suit, you lie over him when it is led 
again; whereas, if you play your high card wecond hand, you get 
rid of a commanding card of the adversary’s suit, and when it is 
returned, the original leader finesses against you. Besides this, the 
third player will put on his highest card (vide Play of Third Hand. 
8), and, if it is better than yours, you have wasted power to no 
purpose. 

‘ b. If, however, you have a sequence of high cards, you should 
put on one of the sequence second hand, for if you pass the trick 
altogether, the third hand may win with a very low card, or may 
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force a high card from your partner. The objection to playing an 
unsupported high card does not apply, as the leader cannot success- 
fully finesse against you in the next round. 

With a moderate sequence, such as queen, knave ; knave, ten ; ten, 
nine, you cover if you are numerically weak (1, a); but, otherwise, 
you pass a small card led, agreeably to the principle already dis- 
cussed (1,eand 3), that in weak suits you play to strengthen your 
partner, but in strong ones you leave him to help you. 

For instance, the leader («#) has king, ten, nine, eight, seven of a suit; the 
second player () has queen, knave, and one small one; the fourth player (3) 
has ace and two small ones. a@ leads the seven; @ should cover with the knave; 
if he does not, the seven forces 3’s ace, It is true that this happens also if 
B passes the seven with queen, knave, and two small ones; but B, in this case, 
has a guard to his queen and knave, and is left with the two best cards after 
the second round of the suit. e 

With a sequence lower than ten, nine, the advantage of covering is very 
small, and there is some fear of its being taken to indicate a dosire for a trump 
lead (18, 7). 


¢~. WIN WITH THE LOWEST OF A SEQUENCE. 


a. When*you do not head a trick, you throw away your lowest 
card to economise your strength. Thus, with queen and two 
small ones, you would not throw the queen to king led. Young 
players mostly commit the error of supposing that it is of no 
consequence which card they play when they hold only small cards 
or cards in sequence, Nor is it, probably, as regards merely the 
chance of making tricks; but itis of great importance in affording 
information to partner (12). 
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Thus, suppose the players to be as before, «, 8, y, 3; « leads the three of a 
suit, 6 plays the five, y the four. It ought to be certain that y has no more 
of the suit, it being presumed that he, not being able to head the trick, throws 
away his smallest. If he afterwards plays the two, and it turns out that he 
previously played the four through carelessness (18, 7), his partner loses confi- 
dence, and gives up all hopes of drawing correct inferences from his play. 

The principle applies equally to sequences, Thus, say knave is led, and 
you (second hand) hold ace and king; if you put on the king, your partner 
gains the very important information that you have the ace also. For knave 
is not led from ace, knave, &. (vide Analysis of Leads, p. 26), so the leader 
cannot have the ace; the third hand cannot have it, or he would win the 
king; and the fourth, not having it himself, infers that you have it. If 
you put on the ace, not only could he not tell that you have the king, but 
would presume that it lay with the adversary. The principle, though stated 
for the sake of convenience in respect of the second hand, applies to the third 
and fourth hands also. 


Analysis of play of second hand in detail. 
(Vide note on Analysis of Leads, p, 26.) 


Ace, king, &c., put on king ; in trumps it is often right to leaye the chance 
of the first trick to partner. With queen also, you are so strong that you should 
not pass the trick even in trumps. 

Ace, king, knave, play king. If the second round comes from the original 
leader, you will then know whether his lead was from strength or weakness 
(4, d), and will finesse or not accordingly. 

sice, queen, knave, play knave; with ten also, or others belonging to the 
sequence, the lowest of it. If, in trumps, king is turned up to your left, of 
course ace should be put on; obvious alterations on account of the trump card 
will not be mentioned in future. 
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Ace, queen, ten, put on queen, as you thus make certain of two tricks, unless 
yeu are led through twice, and both king and knave lie over you. Jn trumps, 
the ten. - With ace, queen, and small ones, the smallest, unless knave is led by 
a good player, when put on ace; it is useless to cover knave with queen, as the 
leader cannot have king (p. 26). This requires modification towards the close 
of a hand, for then the leader might have the king (4, f). With ace, queen, and 
great numerical strength (1, a), put on queen if weak in trumps, a small one, if 
strong. 

Ace, knave, ten, and one or more smal ones, play the smallest; ix trumps, the 
ten. For when trumps are led from king, queen, &c., a small one is generally 
led; but in plain suits the king is led. If, then, in a plain suit, a small one is 
led, either king or queen must be in the third or fourth hand, and no guod is 
got by covering. With ace, knave, and one or more small ones, it is similarly 
useless to cover with the knave second hand. 

With ace and four small ones generally pass the first trick, unless the game is 
in a critical state (17), and you are weak in trumps; if you suspect a single card 
is led it is often right to put on ace. 

King, queen, and others, play queen. Jn trwnps, the smallest, unless you have 
ten also, or only three in suit. 

King, knave, ten, §'c., the lowest of the knave sequence. 

With queen, knave, §c., kuave, ten, &c., ten, nine, §'c., play as directed at 6, b. 

Ifa small curd is led, and you hold an honour and one small card, pass the 
trick as a rule; for, by putting on the honour, you expose your weakness 
and enable the original leader to finesse in the second round (6, a). The ex- 
ceptions are when the circumstances of a hand cause you to grasp at any chance 
of getting the lead, as when you want to stop a lead of trumps; and in the 
case of ace, or king, or queen, and one small one, when one trick wins or saves 
@ particular point, and strength in trumps has been declared against you. Jn 
trumps, if king or queen is turned up, and it is only singly guarded (1. ¢., if you 
have only one other trump), it is generally best to put the turn-up on second 
hand, as the leader is sure to underplay (9, d), and the third hand to 
finesse. If you hold king or queen singly guarded, and a superior honour is turned 
up, it is clear that, if it is to your right, you gain an advantage by putting 
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on your king or queen; if to your left, the reverse, With queen and another, 
your partner having turned up ace or king, put on the small one second 
hand. 

If a strengthening card is led (e.9., nine or ten), and your highest is queen, 
knave, or ten, with numerical weakness (1, a), it is best to cover, except with 
queen and two small ones, when you should pass a nine or ten led. 

If an honour is led, and you have a higher honour and numerical weakness, cover 
it, except do not put ace on knave. With one honour and numerical strength, you 
should pass an honour led, except it is king or queen, and you have the ace. 
Some players pass queen Jed if they hold ace, ten, &., or king, ten, and one 
small one, but as a rule it is better to cover. When you have a fourchette, 
cover of course; thus, if knave is led, and you have queen, ten, &c., put 
on the queen. 

In the second round of a suit, tf you have the winning card, you should in plain 
suits nearly always put it on second hand; but in trumps not, unless you want to 
stop the lead, as your winnjpg trump must make, and by passing it, you 
perhaps enable your partner to make a third-best trump (10, d and 13, e). 

If you are /ed through in the second round of a suit, you should often put on 
the third-best card, if you conjecture from previous play that the second best is 
to your right. You thus save your partner’s hand if he holds the best. For 
instance, if knave is led in the first round, and your partner (then second 
player) puts on king, which wins the trick, it is clear (if the ten is your best) that 
your partner has the ace, fqr the third player could not win the king, and the 
leader could not have led from knave, ace (p.26). If your right-hand adversary 
afterwards returns the suit through you, you should put on the ten, in order to 
gave your partner's ace. 
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@ THE THIRD HAND. 


In the first round of a suit, you should generally, 
8. PLAY YOUR HIGHEST CARD THIRD HAND. 


a. In order to strengthen your partner. You presume that he 
leads from his strong suit, and wants to get the winning cards of 
it out of his way (1, e); you, therefore, do not finesse (vide 
TEoHNICAL TrRMs), but play your highest, remembering that you 
play the lowest of a sequence (7). 


With ace, queen (and, of course, ace, queen, knave, &c., in sequence) you do 
finesse, for, in this case, if the king is in the fourth hand, it must make, 
unless single, which is very improbable; and by putting on the ace, you make 
the king good, if against you. In trumps you may finesse ace, knave, if an 
honour is turned up to your right. Some players finesse knave with king, 
knave, &c.; but it is contrary to principle to finesse in your partner's strong 
suit (1, a—e). 

b. If your partner leads a strengthening card, the case is different. 
If it is an equivocal*card, and you have no indication as to its being 
from strength or weakness (4, 6), you presume it is from strength, 
and do not finesse. But if it is probable that your partner has 
led from a weak suit, then you may finesse, king, knave, &c., or 
pass his card altogether, so as not to give up the entire command of 
the suit. 


e 
For instance, you would not put ace on your partner's queen, for you thus 
part with ace and queen for one trick, and leave the winning card against you ; 
also, with ace, knave, and one small one, if ten is led originally, you would 
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pass it, and soon, If ten is led and your only honour is the ace, put it on. 
The lead is most probably from king, knave, ten, &c. (p. 26), and ygu 
should leave the finesse to your partner (1,¢). If ten is led and your only 
honour is the queen, pass it. If the lead is from king, knave, ten, you 
gain nothing by putting on the queen; and if the ten is a strengthening 
card you give up the entire command of the suit by covering it. If you 
have considerable strength in a suit in which a strengthening card is led to 
you, you must be guided as to the finesse by your strength in trumps; thus, 
if your partner leads knave of a suit in which you hold ace, king, and small 
ones, if you have an average hand and four trumps, you may pass the knave, 
but with only three trumps you should not. 


c. In the second round of a suit, if you (third player) hold second and 
fourth best, you may nearly always finesse; for you conclude that the winning 
card is over you in the fourth hand, since your partner has not led it, and 
the second player has not put it on. If the third best lies over you also, you 
cannot prevent the tenace fromgmaking, and your only chance therefore is to 
finesse, Thus, if you lead a small card from queen, ten, and two small ones, 
your partner wins the first trick with the king, and returns a small one. The 
ace is certainly to your left, you therefore finesse the ten, for if your left-hand 
adversary holds ace and knave he must make them both; but otherwise, your 
ten forces the ace, and you are leit with the best. In trumps the winning 
card is ofton held up by the adversary, but you must suhwit to this contingency, 
and generally finesse. 


d. It is of no use to finesse against your right-hand adversary in 
a suit in which he has shown weakness. 


For instance, if the second hand has none of the suit led, and does not 
trump it, you (third hand) should not finesse a major tenace. This often 
occtrs in the second or third round of a suit; also, if your partner (third 
player) has won a trick very cheaply, and the suit is returned, it is rarely of 
any use to finesse if you have the winning card. 

In some few positions, however, it is necessary to finesse, even if the second 
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player holds nothing. Thus, your partner leads a knave, and the second hand 
renounces; if you (third player) hold king, it is useless to cover, as ace, queen 
in the fourth hand must make. Again, you have king and two small trumps; 
your partner leads a small one; the second hand renounces, If you want one 
trick to win or save the game (17), you (third player) play a small trump 
when the fourth player will be obliged to lead up to your king guarded. 


e. The state of the game and of the score will often direct as to 
a finesse late in a hand (17). 


Thus, if you hold a winning card, and want one trick to save or win the 
game, of course you should not run any risk. A finesse against even one card 
is generally wrong if by playing otherwise you prevent the adversary from | 
scoring three or five, or if, by not finessing, you insure the odd trick, as that 
makes a difference of two to the score. In the opposite case, of course, a 
finesse is right (sometimes even against more than one card), if its success 
gives you the odd trick, or puts you into the @ore of threo or five (17). 


The considerations as to finessing, and the course of play generally, that 
come in as the hand proceeds, are so complicated, and depend so much on 
inferences from previous play, and on the state of the score, that it is impossible 
to lay down rules of universal application. A few exemplifications of the 
conduct of the hand at advanced periods will be found at 17 and 18 (pp. 68-8), 
and more in the illustfative games. 


THE FOURTH HAND. @ 


The play of the fourth hand being, with rare exceptions, confined to 
winning the trick, if he can, it involves no further development of general 
principles. 
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The exceptional cases, where the fourth hand should not win the trick 
though he can, or should win his partner’s trick in order to get the lea, 
depend so much on the previous fall of the cards, that they can best be illus- 
trated in the hands. 


THR COMMAND OF S0UITS. 


In the foregoing chapters it has often been incidentally stated that you 
should— 


9. KEEP THE COMMAND OF YOUR ADVERSARY’S SUIT; and 
10. GBT RID OF THE COMMAND OF YOUR PARTNER'S SUIT. 


a. The reasons will be obvious to those who are familiar with 
the principles in the previous pages; in the first case (9), you 
obstruct the adversaries’ suits and prevent their establishing them ; 
in the second case (10), you assist in clearing the suit for your 
partner. ’ 

Thus, with ace and queen only of a suit led by your partner, if you win 
with the queen, play out the ace at once; but if the suit is led by your 
adversary, keep the ace in your hand. Unsound players often play out the 
winning vard of the opponent’s suit in hopes of trumping the next round. 
This is just what the adversaries want; they then draw the trumps and bring 
in the suit. 

b. In order to get rid, at the proper moment, of the command of suite in 
which your partner has strength, you need to pay exact attention to the cards 


previously played, and often to argue ingeniously from them. For example :— 
1. From ace, queen, and two smal] cards, you lead the smallest; the second 
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hand renounces; your partner plays the nine; the fourth hand wins with the 
king, which shows that he has neither ten nor knave. If the fourth hand 
returns the suit, you (then second player) should play the queen and not the 
small one, for your partner must have, at least, ten and knave, and if he 
originally had five of the suit, yor get out of his way.—2. Your hand contains 
four carde—viz., ace and one small spade (spades not having been led), and 
two losing diamonds; your partner has nothing but spades, of which he leads 
the king. If you pass it, you cannot make more than two tricks, for the 
winning diamonds are against you in one hand; but if you win your partner’s 
king and return the small one, you retain the certainty of two tricks, and get 
a chance of making three or four. 


c. You help your partner to get rid of the command of your suit by leading 
the lowest of head sequences, when you want him to win your card if he can, 
as from king, queen, knave, ten (p. 26). Again, suppose you are left with 
knave, ten, and others of a suit, of which your partner can only have king and 
another (ace and queen being out), though itgis uncertain whether he does 
hold the king. You would cause him to get rid of the king by leading 
the ten; whereas, if you led the knave, he probably would not part with 
the king. 


d. Experienced players frequently endeavour to. obtain the 
entire command (vile TecHnicaL Terms) of their suit by under- 
playing. Underplay is keeping up the winning card, generally in 
the second round of a suit, as by leading a low card, though 
holding the best. 


Thus, suppose a small trump is led, and you, fourth player, hold ace, knave, 
and three small ones, and you win with one of the small ones, If you retfirn 
a small trump, you will very likely cause your left-hand adversary to believe 
that your partner bas the ace; consequently, if your left-hand adversary has 
the king, he will not putit-on'; your partner will win the second round with the 
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queen, or perhaps with a still smaller card, and you will retain the command of 
the trump suit. 

Undorplay is an extempore stratagem depending on observation of” the 
previous fall of the cards, and, therefore, only capable of explanation by 
examples, Here is a somewhat complicated one; «, finding his partner strong 
in trumps (13—16), leads the seven. The king is put on by 6 (second hand), 
which y (third hand) wins, holding ace, queen, ten, nine, eight. It is evident 
to y that «'’s seven was his highest trump, as the only higher one in agninst + 
is the knave, and # would never lead the seven from knave, seven (3). The 
king having been put on second hand, + concludes that 8 holds at most one 
small trump more. The knave is, therefore, in 3's hand. yy, by leading the 
eight in the second round, will probably win the trick, and unless 3 had four 
trumps originally, will catch the knave with the queen in the third round. 
(Further examples of underplay occur in Hands xvi. and xviii.) 

Young players should be on their guard against this manwuvre, particularly 
when second hand in the second round of a suit they hold the second best card 
guarded, and the leader has ten playing a strong game (as by leading trumps), 
and is left with the long trump, or is certain to be able to obtain the lead again. 
Then it is often right for second hand to stick on a singly buarded second- 
best card, especially if that is the only chance of making it. Thus, in the 
case stated in the previous paragraph, £’s only chance of making the knave, 
if singly guarded, is to put it on second hand. For if the queen with small 
ones is in «’s hand, @ is sure to finesse on the return of the suit by his partner. 
Again, take this case: a leads the six of diamonds, @, with knave, ten and a 
small one, puts on the ten (6, 6), y plays the king, and 3 wins it with the ace. 
Presently « obtains the lead again, and leads the eight of diamonds, «, having 
led the lowest of his suit in the first round, must have led from a strong suit 
(1, e), headed in this case by the queen, and is underplaying with, probably, 
queen and nine in his hand. £ should observe this, and in the second round 
should win the eight with the knave. 

Refusing to play the winning card in the first and second rounds of a suit, 
commonly called holding up, is in fact a species of underplay. For example: 
1. Trumps are led; the third player wins with the ace, and returns the suit 
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through your hand. If you are left with king and one smull one, you should 
play the small one, unless the circumstances of the hand render it very 
advdhtageous to you to stop the trump lead. The original trump leader, 
thinking the king isin your partner’s hand, will probably finesse, and enable 
your partner to make the third best trump. If your partner has noither 
second nor third best trump, no harm is done, as you can then only make 
one trick, however you play. 2. Again, ten tricks are played out, and 
each player is left with three cards of a suit not opened. If the second 
player puts on the queen (from which it may be inferred that he holds the 
king also, p. 39), the third hand should not cover with the ace. For by 
winning the trick, he must lead up to king guarded; but by passing it, 
he leaves the lead with the second player, and takes the best chance of 
making two tricks. 3. One more example will suffice: « has the last 
trump, and ace and four small cards of a suit not led. The adversary now 
leads the king and follows with the queen of that suit. «@ should pass 
thom both; by so doing he will probably make three tricks in the suit, 
q 


“DISCARDING. 


When you cannot follow suit, you should 
11, DISCARD FROM YOUR WEAKEST B8UIT. 


a. You weaken a suit by discarding from it, and lessen the~ 
number of long cards you might otherwise establish ; but you do 
no harm by weakening suits in which you are already weak. 
You, at the same time, afford information to your partner, original 
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discard meaning weakest suit, just as original lead means strongest 
suit. : 

b. You may sometimes be forced to discard from a strong suit. Though 
this seriously deceives a good partner, it is often better than unguarding an 
honour. If you have a weak hand, and the game is in danger (17), you must 
keep guards to your high cards, instead of holding ina long suit, which you 
can never establish. Again, when your trumps are exhausted it is often wrong 
to discard a single card, for, if it is your adversary’s suit, it exposes your weak- 
ness in the first round, and enables the adversary to finesse against you, and to 
cut up your partner ; and if it is your partner's suit, it prevents your giving it. 
to him when you get the lead. 

‘When your left-hand adversary will have the lead next round, you may 
possibly induce him to lead up to you if you discard from a suit in which you 
hold a tenace. You must be on your guard against this ruse, and not neces- 
sarily lead up to the discard of your right-hand opponent. 

In order to distinguish betwen natural and forced discards, you should take 
into consideration the aspect of the game at the time of the djscard. If the 
person discarding has been playing a strong game (e. g., refusing to be forced, 
14, or leading trumps, 13), you may conclude that the discard was from a weak 
suit; on the other hand, the discard of a player who has not shown strength 
may very probably be intended to conceal weakness (12), or to guard it. 


c. The same principle applies to trumping as to discarding. The weaker you 
are in trumps the better it is for you to make a little one by trumping, as will 
be further explained at 14. 
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° THE CONVERSATION OF THE GAME. 


12. AFFORD INFORMATION BY YOUR PLAY. 


a. It has several times been assumed in the preceding pages that 
you should convey information by your play. The question 
naturally arises, how is it that a player gains any advantage by 
publishing information to the table? It is often argued, and with 
much show of reason, that as almost every revelation concerning 
your hand must be given to the whole table, and that as you have 
two adversaries and only one partner, you publish information at a 
disadvantage. No doubt this argument would have considerable 
force if you were compelled to expose the whole of your hand. But 
you possess the power, toa great extent, of selecting what facts 
shall be announced and what concealed. 

Experienced players are unanimous in admitting that it is an 
advantage to inform your partner of strength in your own suits, 
though some advise concealment of strength in suits in which the 
adversaries have shown strength. Thus with ace, king, second 
hand, the usual play is to put on the king. The third hand does. 
not win the king, and hence the leader is able to infer that the ace of 
his strong suit (1) is against him. But if you put on the ace second 
hand you prevent the leader from discovering where the king of his 
suit lies. It is, however, found that two honours in the adversary’sguit 
constitute sufficient strength to make it advantageous in the long 
run to proclaim your force; while with less strength it is not easy 
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to mystify the opponents prejudically; so that on the whole it 
seldom happens that a balance of gain resulis from the adoption af 
‘deceptive play. 

It is in most cases unquestionably disadvantageous to you that 
the whole table should be aware of your being very weak in a parti- 
eular suit, and, consequently, information of weakness should be 
withheld as long as possible. If you are led up to fourth hand in 
such a suit, or if your partner opens the suit with a small card, of 
course the disclosure is inevitable; but until one of these events 
happens your poverty can generally be kept out of sight. It may 
happen that you are occasionally forced to lead a weak suit yourself ; 
and in this event the least disadvantage is to tell the truth at once, 
by first leading the highest of it(3). Your partner apprised of the 
state of your hand by the fgll of your smaller card in the subse- 
quent round will probably deem it prudent to strive by defensive 
tactics to avert total defeat in that suit, rather than to contend 
single handed against the combined strength of the opponents. 
Indeed at critical points of the game, when you have exhibited 
weakness in one or more suits, your partner would frequently be 
justified in playing dark. He is driven to rely solely on himeelf, 
and he is entitled to adopt every artifice his ingenuity can suggest in 
order to perplex the other side. The consideration that he may 
mislead you will no longer influence him if he knows you to be 
powerless for good or for evil. 

¥ou inform your partner by following the recognised practice of 
the game, which the writer believes is embodied in these pages. 
If you adhere to this you will soon acquire a reputation for playing 
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a straightforward intelligible game; and this character alone will 
qounterbalance the disadvantage which will sometimes attach to the: 
fact that you have enabled the adversaries to read your hand. If 
your partner knows that you play at random and without method, 
he will be in a state of constant uncertainty ; and you almost preclude 
him from executing any of the finer strokes of play, the opportunities. 
for which generally arise from being able to infer with confidence 
the position of particular cards. The extreme case of two skilled 
players against two unskilled ones amounts almost to this, that 
towards the close of a hand the former have the same advantage 
as though they had seen each others cards, while the latter have 
not. 

It follows that when you are unfortunately tied to an untaught 
partner, especially if at the same time you are pitted against obser- 
vant adversaries, you should expose your hand as little as possible,. 
particularly in respect of minor details. 

It will become apparent, on consideration, that the question of 
the advisability of affording information is more or less intimately 
connected with evewy card that is played. It is, therefore, of extreme 
importance to ascertain whether the practice is advantageous or the 
reverse. The arguments just adduced are doubtless in favour of 
the practice of affording information by the play; but it must be 
admitted that by far the strongest authority for it is, that expe- 
rienced players, by their settled opinions, reject the opposite course.. 

The instructed player frequently selects one card in preferen@ to 
andéther with the sole object of affording information. When the: 
principle is carried thus far the play becomes purely conventional. 
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For example: you naturally win a trick as cheaply as possible; if, 
fourth hand, you could win with a ten you would not waste an 
ace. But suppose you held knave and ten, which card should then 
be played? The knave and ten in one hand are of equal value, and 
therefore to win with the knave would be no unnecessary sacrifice of 
strength. Nevertheless, you extend to such cases the rule of winning 
as cheaply as possible, and you play the ten for the mere purpose of 
conveying information. This is a simple instance of a pure conven- 
tion. Though a convention it is in accordance with and is suggested 
by principle. Indeed all the established conventions of the game 
are so chosen as to harmonize with play that would naturally be 
adopted independently of convention. The aggregation of the 
recognised rules of play, including the established conventions, 
constitutes what in practicefis called the conversation of the game 
of whist. 


It must not be overlooked that unsound players often deceive unintentionally 
and all players sometimes with intention. It is therefore necessary to be on 
your guard aout drawing inferences too rigidly. 


b. There are some ways of conveying information which have not been ex- 
plained. One is to keep the turn-up card in hand as long as possible; thus, 
having turned up the five and holding the six, trump with the six in preference. 
An exception to this rule is when you are very weak in trumps, and the adver- 
saries have shown great strength in them, because then, if the adversaries know 
you have the turn-up card in your hand, they will draw it(18). By leading the 
lowgst of a head sequence of winning trumps you convey information ; thus, 
with ace, king, queen, knave, lead knave and queen, and when they win, gour 
partner will see that you have four by honours; but did you lead out king and 
queen, as in plain suits, he could tell nothing about the knave. So also, if all 
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the honeurs are out, and you lead, ¢g., from ten, nine, lead the nine. You 
may pursue the same method in plain suits when your partner has no more 
trumps, and with any head sequence when you want him to win it (10, c), or 
are sure he cannot, and also when the fourth hand has already renounced (vide 
TecunicaL Terms) in the suit led. For instance, you have queen, knave, ten, 
and a small trump, and your partner turns up the nine; you lead the small one, 
and your partner’s nine forces the king. It is now clear that your partner has 
not the ace, as he would never finesse ace, nine. If you next lead tho ten, it 
forces the ace, and your partner is informed that you hold queen and knave. 

If you have the complete command of a suit, you can publish the fact by 
discarding the highest of it—the presumption being that you would never 
throw away a winning card with a losing one in your hand. If you discard 
a second-best card, you ought to have no more of the suit, for with the best 
also you would discard that, and with a smaller one you would discard that. 
By winning with the highest, and returning the lowest of a sequence (more 
especially fourth hand), you show that you havathe intermediate cards. Thus, 
with ace, king, queen, fourth hand, you would win with the ace and return 
the queen. 


TRUMPS. (13.) 


a. The management of trumps is perhaps the most difficult, certainly the 
most important, of all points at whist. Before discussing the special uses of 
trumps, we may observe that in some few hands (vide Hands v., vii., xix., dnd 
xxii.) trumps are led like plain suits, because they are your strongest suit, and 
you prefer leading them to opening a weak suit (1, d-c). The principles already 
discussed, which guide us to the most favourable chances for making tricks in a 
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suit, apply to trumps equally with other suits. The privilege, however, en- 
joyed by the trump suit of winning every other, causes some modificatiogs of 
detail (noticed at p. 26). For since the winning trumps must make tricks, you 
play a more backward game in the trump suit, Thus, with ace, king, and small 
trumps, you lead a small one, by which you obtain an increased chance of 
making tricks in the suit (1, e), and you keep the command of it, and must 
have the lead after the third round, the advantage of which will be presently 
explained (18, e), Even if your partner is so weak in trumps that the opponent 
wins the first trick very cheaply, no harm accrues; for the opponent then has 
to open a suit up to you or your partner (1, c). 


In the great majority of hands, trumps are applied to their special 
uses, viz.: 1. To disarm the opponents, and to prevent their trumping 
your winning cards; and 2, to trump the winning cards of the 
adversaries. In order to comprehend when trumps may be most 
profitably applied to the Girst, and when to the second of these uses, 
we must first clearly perceive the objects aimed at throughout the 
hand. The scheme of all sound players, then, is this: to establish 
a suit, to exhaust the adversaries’ trumps, and to retain the long 
trump or a certain winning card with which to get the lead again, 
for the purpose of bringing in the suit; tRey also endeavour to 
obstruct similar designs of the opponents. It follows that you should 


13. LEAD TRUMPS WHEN VERY STRONG IN THEM. 


6. It cannot be too strongly impressed that the primary use of 
strength tn trumps is to draw the adversaries’ trumps for the bringing 
in of your own or your partner's long suit. With great strength in 
trumps (five or more), you may proceed at once to disarm the 
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opponents, and lead trumps without waiting to establish a suit. 
For, with five trumps or more, the chance of your succeeding in 
drawing the other trumps, and of being left with the long trumps 
(vide TmoHNicaL Terms) is so considerable that you may then 
almost always lead trumps, whatever your other cards. 


c. This point is much misunderstood even by pretty good players. Itis often 
said, ‘Strength in trumps is no reason for leading them, unless you have a 
good suit as well.” If both you and your partner are devoid of good cards, you 
cannot make tricks; but should your partner hold one good suit out of the 
three, you will very likely bring it in for him by leading from strength in 
trumps. For, even if you have a poor hand out of trumps, you will discover 
in the course of play (i.e. by the suits led or discarded by the other players) 
what your partner's suit is, and will be able to lead it to him each time you get 
the lead with your long trumps. Besides, if your hand is weak out of trumps, 
you are placed in the disadvantageous positi@n of leading from a weak 
suit (1, ¢) unless you lead trumps. It is the opinion of the author, that with 
the original lead and five trumps, you should almost always lead one; with 
six, invariably. Even with six small trumps, and six small cards of another 
suit, the chances are in favour of the trump lead, though some players deny 
this. 

d. You should not beedeterred from leading trumps because an honour is 
turned up to your right, nor necessarily lead them because the same happens 
to your left; either is proper if the circumstances of the hand require it, but 
neither otherwise. To illustrate this proposition, take this hand: ace, queen, 
and three small spades (trumps), three small hearts, three small clubs, and two 
amall diamonds. The king of spades is turned up fourth hand. The best 
lead is the smallest trump, notwithstanding that you have a certain finesse 
over the king. A little consideration will render this apparent. By leadiag 
the trump suit originally, you obtain the advantages just enumerated (18, c), 
and make the dealer open a suit up to your partner. Your partner, as soon 
as be gets the lead, will return the trump (13, 7), and you thus obtain the 
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command of trumps whether the king was forced out in the first round or not. 
This situation isa severe test of the true principles of the lead (1). 


e. Bearing in mind the severe consequences of leaving the adversary 
with the long trump (13, a), you must be cautious in leading 
trumps if with less than five; four trumps and a moderate hand 
not justifying a trump lead. You should, instead, lead originally 
your strong plain suit, and if you establish it, and the adversaries 
do not meantime show any great strength, you may then, with four 
trumps, mostly venture a trump lead. With strength in trumps you 
may generally finesse more freely in the second and third rounds of 
trumps than you would in plain suits (7,c). In plain suits an unsuccess- 
ful finesse may result in the best being afterwards trumped, which can- 
not happen in trumps. Moreover, by finessing, you keep the winning 
trump, and so obtain the letld after the third round. This is especially 
important when you have a suit established and but four trumps. 
Here you should generally not merely finesse in the second round, 
but hold up the winning trump (10, d), and sometimes at this 
juncture refuse to part with it even if the trump lead comes from 
the adversary. : 


An example will render this more clear. The leader («#) has ace, and three 
small trumps, a strong suit, headed by ace, king, queen, and a probable trick, 
say king and another, in a third suit. « should first lead the king of his 
suit and then a trump. If y (a’s partner) wins the first trick in trumps, and 
returns it, # should not part with his ace. When @ or y obtain the lead again 
thoy play a third round of trumps, which, being won by the ace, enables a to 
get the first force (vide TscunicaL Terms), and to bring in his suit. Nothing 
short of five trumps in one hand against him can prevent this, You must be 
prepared for similar tactics on the part of the adversaries, and not conclude 
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that they have not the best trump because they suffer you to win the first or 
secend round. 


Jf. Tramp leads, without strength in trumps, can only be right in 
consequence of some special circumstance in the state of the game, 
or of the score (17 and 18). 


For instance, great commanding strength in all the plain suits may call for 
a trump lead; or it may be necessitated to stop a cross-ruff, present or contingent, 
in which case it is generally advisable to take out two rounds if possible; so 
with the winning trump you play it out, whatever your others are. Again, 
if you have a wretched hand, and you are love to three or four, you assume 
that the game is lost, unless your partner is very strong; and if he vs vary 
strong, the trump is the best lead for him. This doctrine is frequently carried 
to excess, as, by concealing your weakness (12, a), you often stand a better 
chance of saving a point, if not the game. If, thprefore, you have one four suit, 
headed by an honour, you would generally do better to choose that. 


g. The trump lead is so much more important than any other 
that you should almost always return your partner’s lead of trumps 
emmediately, especially if he is a sound player, except he has led 
from weakness (13, /*), when you are not bound to return it unless 
it suits your hand. 


h. If you find one of the adversaries without a trump, you should mostly 
proceed to establish your long suit, and abstain from drawing two trumps for 
one; to say nothing of the probability that the adversary who has not re- 
nounced is unusually strong in trumps. Besides, when he has the lead, he will 
very likely lead trumps in order to draw two for one; and it is more advan- 
t: geous to you that the lead should come from him. On the other hand, if 
your partner has no trump, it is often right to endeavour to weaken the adver- 
saries by continuing even their trump lead. 
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i. It is a common artifice, if you wish a trump to be led, to drop a high card 
to the adversary’s lead, to induce him to believe that you will trump it next 
round, whereupon the leader will very likely change ,the suit, and perhaps 
lead trumps. Thus, if he leads king (from ace, king, and others), and you hold 
queen and one other, it is evident that you cannot make the queen. If you 
throw the queen to his king, he may lead a trump to prevent your trumping 
his ace; but if he goes on with the suit, and you drop your small card, it 
shows you have been endeavouring to get him to leal a trump. Your partner 
should now take the hint, and, if he gets the lead, load trumps; for, if you 
want them led, it is of little consequence from whom the lead comes. By a 
logical extension of this system to lower cards it is understood that, whenever 
you throw away an unnecessarily high card, it is a sign (after the smaller card. 
drops) that you want trumps led. This is a recognised signal, and is called 
asking for trumps. 

Tt is not always necessary to wait the completion of thosignal. Thus, if your 
partner does not trump (14, @, but discards, say an honour in another suit, it 
is clear that his hand must Y neist mainly of trumps and of the fourth suit, 
with considerable strength in each. The higher his discard, the more certainly 
is this 80. In such cases, your best game is to lead trumps to him, to clear 
them, that he may bring in his strong suit. If, then, he wants trumps led, 
he would naturally discard the highest card he could spare, and when he after- 
wards plays a lower, it is clear that he has been asking you for trumps. 

When your partner asks for trumps, and you hav» four or more, lead the 
smallest, unless you have three honours, or queen, knave, ten; if you have 
only two or three trumps, lead from the highest downwards, whatever they are. 

Bofore answering the signal, be sure that the higher card, previously 
dropped, is unnecessarily high. For instance, a higher card is often played 
before a lower, to show that you command the suit (12, 6), or that you hold 
the intermediate cards (12, 0), or to get out of your partner’s way (10, 4). It 
is Yery important to distinguish between covering second hand and discarding 
an unnecessarily high card. For example, with knave, ten, and one other (say 
the three), it is usual to play the ten second hand on a small card. When your 
three comes down in the next round, it is not a signal for trumps, unless your 
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partner can infer that you do not hold the knave. Moderate players, who 
know of the signal, never consider this; so with them the choice of the least 
evil is generally not to cover, for you otherwise run the terrible risk of having 
a strengthening trump led to you with a weak hand. To ask for trumps, 
second hand, with knave, ten, and one other, you must play the knave. 


The use of strength in trumps being to disarm the opponents, it follows that 
you should as much as possible husband your strength for that purpose. 
Therefore when second player, 


14. DO NOT’ TRUMP A DOUBTFUL CARD IF STRONG IN TRUMPS. 


a, By a doubtful card is meant a card of a suit of which your partner may 
have the best. 


Moderate players seldom comprehend that whether they should 
trump or refuse to trump a doubtful card depends almost entirely 
on their own strength in trumps. They generally pass doubtful 
cards to give their partner a chance, instead of taking the more 
advantageous chance of making what tricks they can when weak in 
trumps. It has already been mentioned (11, c) that it is an advan- 
tage to trump when yuu are weak, for you thus make a little trump, 
which is not available for the other uses of trumps, and which, if 
not used for trumping, will presently be drawn by the strong hand. 
It is conversely a disadvantage to trump a doubtful card when you 
are strong in trumps, for by trumping you weaken your numerical 
power, and diminish the probability of your bringing in a suit. If, 
instead of trumping, you throw away a losing card, you inform your 
partner that you have strength in trumps (either four, at least, or 
one or two honours guarded), and also, by your discard, what your 
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strong suit is (11); and if your partner has any strength in the suit 
led, you put him in a favourable position. ¢ 


b. If you refuse to overtrump, or to trump a certain winning 
card, your partner should conclude either that you have no trump, 
or more probably four trumps and a powerful hand besides. He 
should presume you are reserving your trumps to bring in a suit, 
and should assist you by leading trumps as soon as he can. A 
refusal to be thus forced is seldom requisite if you have more 
than four trumps; with six you are mostly strong enough to trump 
and to lead trumps; with five you may do the same, if your suit 
is established ; but if not, it is generally best to take the force, and 
to lead your suit. 

The situations in yf is most necessary to refuse to overtrump 
your right-hand adversary, or to refuse to trump a winning card, 
occur when you have four trumps and a very strong suit, or a suit 
established early ina hand. For then, by trumping, you prejudice 
your chance of bringing in the suit in order to secure one trick. By 
refusing to part with a trump in these cases you obtain the advan- 
tages enumerated at 14, a, at the time whe they are most likely 
to become of service; and, where you refuse to overtrump, your 
adversary is left with one trump less, by which your hand is 
strengthened. 


Many young players run into the extreme of always refusing to be forced by 
atwinning card when they are strong in trumps. The situations, however, 
just indicated, are almost the only ones in which it answers to hold up; and 
these even are liable to several exceptions. For instance, 1. You should not 
peraist in refusing to be forced if you find that the adversary has the entire 
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command of his suit; 2. You should not refuse if your partner evidently 
intends to force you (16, a); and, 3. You should not refuse to overtrump if 
you°have reason to conclude that your left-hand adversary is strong in trumps. 

With an unsound partner it is useless to refuse to trump; he will not un- 
derstand it, but will continue to force you. With such, the best course is 
rather to make tricks when you can than to play for a great game. 


Fron: what has just been said, it is evidently an advantage to 
15. FORCE A STRONG TRUMP HAND OF THE ADVERSARY. 


a. For you thereby take the best chance of preventing his making 
use of his trumps for bringing in a suit. If he refuses to take a 
force, keep on giving it to him. ° 

For instance, if he passes your king (led from king, queen, é&c.), and the king, 
wins, continue the suit, and so on. Weak playexs never understand this; they 


do not like to see their winning cards trumped, and therefore frequently lead 
trumps when an adversary refuses to be forced. 


b. It now hardly requires to be stated that it is bad play intentionally to 
force a weak adversary, and still worse to lead a suit to which both adver- 
saries renounce, as the weak will trump and the strong got rid of a losing 
card. 


If you have numerical strength in trumps you are justified in forcing your 
partner, relying on your strength to disarm the opponents (13, 6). But 


16. DO NOT FORCE YOUR PARTNER IF YOU ARE WHAK IN TRUMPS. 


a. For you thus weaken him (11); and so leave it in tile 
power of the antagonists to draw all the trumps, and bring in 
their suit. If, then, a good partner refrains from forcing you, 
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you may be sure he is weak; on the other hand, if he evidently 
éntends to force you (as by leading a losing card of a suit he knows 
you must trump), you may assume that he is strong in trumps, and 
‘you should take the force willingly, even though you do not want 
to be forced, depending on his strength to exhaust the adversaries’ 
trumps (13, 5). 


You may, however, though weak, foree your partner under these circum- 
stances. 1. When he has already shéwh a desire to be forced, or weakness in 
trumps, as by trumping a doubtful card, or by refraining from forcing you, 
2, When you have a cross-ruff, which secures several tricks at once, and 
is therefore often more advantageous than trying to establish a suit. 3. Some- 
times when you are playing a close game, as for the odd trick, and often #hen 
one trick saves or wins the game or a point; and 4. Sometimes when 
great strength in trumps has a declared against you. 


6, If your partner leads a thirteenth card, or a card of a suit in which 
he knows that both you, and the fourth player renounce, your play must 
depend on your partnex’s strength in trumps. If he is strong, he wants 
you to put on your best trump, either to make the trumps separately, or to 
force out one or two high onos, to leave himself with the command. If he is 
weak in trumps, he wants you to pass the card, that the fourth player may 
obtain the lead, and lead up to your hand. Yon ‘day conclude that your 
partner is strong if he plays to force you with a thirteenth card, when trumps 
have never been led; but if nearly all the trumps are exhausted no general 
rule can be given. You must judge of your partner's intention by the score 
und the previons fall of the cards (17 and 18). 
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PLAYING TO THE BOARD. 


17. PLAY TO THE SCORE; and 
1%. WATCH THE FALL OF THE CARDS AND DRAW YOUR INFERENCES 
AT THE TIME. 


These two all-important principles have already been mentioned 
as causing differences in the play. The commonest form in which 
the former is presented to us is this: at the score of love-all five 
tricks saves the game against two by honours. It is often right, 
therefore, when two by honours have been declared against you (18) 
to go for the fifth trick by leading off a winning card, or by putting 
one on second or third hand. 

To explain further what is meant by playing to the score, put 
yourself in this situation. Four trumps remain in (18), the 
adversaries have the two best trumps, it being uncertain whether 
they are in one hand, or divided; you have the two losing trumps, 
two forcing cards (18), and the lead; you can only play correctly 
by referring to the score. Thus, if the adversary is at four, and 
you have won five, or even six tricks, your game would be to 
secure two tricks by forcing; for if you play a trump and the two 
against you are in the same hand, you lose the game. But sup- 
pose you are at the point of two and the adversaries are not ut 
four, and you have won six tricks, your game would be to risk the 
trump ; for if you bring down the other trumps you win the game ; 
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but by playing to force you make certain of scoring only four. By 
applying this mode of reasoning you will often be directed as to a 
finesse late in a hand (8, d-e). 

For simple examples of drawing inferences at the time of the 
fall of the cards take the following :—1. You lead a small card 
from ace, knave, &c.; your partner wins with the queen; you 
should immediately (7.¢., before another card is led) infer that the 
king cannot be with your-right hand adversary. Hence, on the 
return of the suit, you would not finesse the knave (8, d@).—2. You 
are second player, and a suit is led in which you have king, ten, 
and one small one. You play the small one. The third hand 
plays the queen, which is won with the ace. You should at once 
infer that the third hand cannot have the knave (7), and that you 
may safely finesse the tey, next round. 

You will greatly assist your memory by systematically recording 
inferences in the above manner. In addition to this you should 
apply your knowledge of the principles to noting important points, 
not attempting too much at first. Begin by counting the trumps as 
they fall, and notice, at all events, the honours, and remember the 
turn-up card. By degrees you will find yourself able to recollect 
the ten and nine, and then the smaller trumps. Next attend to the 
suit led originally by each player, and watch in the second round 
whether the lead was from strength (1) or weakness (3). Try also 
to remember the fall of the cards in your own strong suit, that you 
may know when it is established. Beyond this, experience will 
enable you to judge what to retain and what to reject in each hand ; 
so that, with practice, you will acquire what may be termed a whtst 
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memory, which will enable you, without any great effort, to recollect 
the principal features of every hand. 


The following examples are inserted to give an idea of the complicated cases 
that occur in practice in which playing to the board is involved. It is in 
his watchfulness for, and readiness in, such cases as these that the fine player 
shows his genius :— 


SPADES. CLUBS. DIAMONDS, 
« Four small. 
B Ace, Qn, Kny, 2. 
Y 8. Kg, 8, 7. 
3 9, 7. 6. 9. 


Spades trumps. Score; « y three; f£ 3 four. 


« y have shown two by honours and have got six tricks; 3 is known to have 
the last diamond, and a no trump. There are three trumpsin. « leads a small 
club, £ sees that to win every trick which saves and wins) the game, 3 must 
have two of the remaining trumps. 4, therefore, puts on the ace of clubs 
‘Second hand. 


SPADES, HEARTS. DIAMONDS. 
a Ace, 10. 2. 
B 7. 7. 10. 
x Knv. Kny, 7. 
3 Kg, Qn, 8. 
Hearts trumps. 


« y want two tricks to save the game. « knows that & has the best heart, 
and y the best diamond and very weak spades. The only chance, therefore, of 
winning two tricks is for 6 to hold one spade and one diamond. « leads 
the ace of spades, and then throws the lead into #’s hand with the losing 
trump. 

0 
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SPADES. HEARTS, OLvBs. DIAMONDS. 
a 7. 9, 4, 3. Qn, 3. 
p Qn, 10, 8. 10, 9, 7. 
y 9, 8, 3. Ace, Kg, 2. 
3 Kg, Kny, 5. Kg. Knvy, 5. 


Spades trumps. Score; « y want five tricks to save the game. 


The course of play has shown that « has the last trump and no winning 
heart, though he has two and may have three small ones, Diamonds havo 
never been led. 

« leads the queen of diamonds (3, a). y, secing that if « has but two 
diamonds, they can only make four tricks, wins his partner’s queen with 
the king, and forces him with the club. @ continues the diamonds, and y brings 
in the clubs. 


SPADES. ¢ CLUBS, DIAMONDS. 
a Knv. 9. Three small. * 
Y Qn, 7, 6. Kg, 3. 
3 Knv. , Ace, Knv, 9, 8. 


Clubs trumps ; all the hearts are out; + is known to havo three spades. 


« leadstho knave of spades; + (his partnor) should win it, and continue the 
suit. Ify plays badly, and does not cover, 3 should not trump, as « must then 


lead diamonds up to 3. 
If 3 is a fine player, and is known to have the best trump, a should conclude, 


from his refusing to trump, that he has a tenace in diamonds, and lead the 
losing trump. 


« Kgand 10 of tramps. Ace, and one small one of another suit. 
8 Ace and Knv. do. Kg, do. do. 
Almosé all players know, in cases such as the above, with a major tenace in 
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trumps, and king and a small one, second hand, of a suit of which the aco is 
led, that 6's play is to discard the king, by which he gets a chance of three 
tricks. 

Tho following oxtremely fine coup (which occurred in actual play) exempli- 
fies a similar but much more complicated case :— 
Four clubs. 
King and three small clubs. 
Two clubs, and ten, cight of trumps. 
Ace, queen of clubs, and queen, nine of trumps. 


are ®W B 


fs want evory trick to save the game. 


It is known that the trumps lie between 6 and 2d. 3, knowing that y holds 
the second best trump guarded, takes tho only chance of saving the game by 
winning the first trick in clubs with the ace, and playing out tho queen. 8, 
(now fourth hand), seeing his partner’s anxiety to get rid of the lead, rightly 
conjectures him to hold the major tenace in tramps. He therefore wins his 
partner's queen, and saves the game. A double Woup of this description could 
but rarely occur, as it requires unusually fine play on both sides. 


For another remarkably fine coup of a similar description, vide Hand xxii. 


SPaDEs. Harts. C1Luss. DisMONDS. 
« Knyv, 10, 8, 7. 
B 7. 9, 6, 5. 
y 8. Kg, Qn, Knv. 
3 Qn. 5, 4. Qn. 


It is known that y has the three best trumps (hearts), and a losing club or 
spade, though uncertain which. 
a leads the knave of diamonds. y trumpsit. 3 should throw away a small 
co? 
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trump, undertrumping y, in order to keep two winning queens, If he discards 
a@ queen he must do so at random, and perhaps throw away the suit of which 
y has the small one. By discarding his useless trump (which y would procced 
to draw) he defers parting with either queen till after the next round, when 
the fall of the cards may assist him. y now leads a trump, and @ discards the 
losing club. y then leads another trump, and 3 now knows that he ought to 
keep the spade, This case actually occurred in the presence of the writer, but 3, 
instead of undertrumping, discarded the wrong queen at random, and eventually 


lost the rubber in consequence. 
For another most brilliant coup of a similar description, vide Hand xxiv. 


If the foregoing principles are reflectively perused it will be seen 
that they mould the tory of whist into a harmonious whole. 
The theory of whist tells you how to play your own hand to the 
greatest advantage, how to assist your partner, and how to weaken 
and to obstruct your opponents; in short, it teaches how to take 
the best chance of making the greatest number of tricks. This 
knowledge constitutes a sound player. If to theoretical perfection 
you add the power of accurate observation, and of acute perception, 
together with a thorough comprehension of the whist capacities of 
partners and of opponents, you have all the elements necessary to 
form a master of the science. 


PART IL. 
HANDS. 


trouble: Sort the pack in suits, and distribute cach suit into parcels, as 

in the four lines in the column headed by the name of the player's hand 
(vide Handi.). Join «’s four parcels, 6’s four, and so on, and spread the hands 
face upwards, as though each were a dumby. It will be found convenient to 
arrango each hand in a line forming the side of a square, and to place the suits 
in the same order in each hand. 

In playing the cards, it is better not to mix them, as at whist, but to lay 
each player’s card in front of his hand as it is played. When a trick is com- 
pleted, return the cards, face downwards, to Geir former places in the hands 
except the card that wins the trick, which keep turned face downwards 
before the hand. It will then be easy to seé the number of tricks made by 
each player, and, in the event of playing the hand over again, the cards are 
all ready sorted. 

The student is strongly recommended not to attempt to play through hands 
unless he has the cards before him. 

It must, of course, be*imagined that only one player’s hand can be seen at 
once. It must be remembered that the inferences drawn by one player are not 
necessarily possible to the others, and that sound play is by no means that 
which evidently, on inspection of the hands, will*turn out most successfully. 
The best play is that which takes the best chance of winning. 

The author has derived much amusement from the hands by employing a 
fifth person to sort them, and thon getting four others to play them, as at 
whist. After each trick the fifth person refers to the text, and points oft 
where the play differs from that advised, 

Most of the hands have occurred in, or have been suggested by, actual play. 


is playing over hands, some plan like the following will save much 
i 
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HAND I. 
A very simple Elomentary Hand. 


Aupua’s Hanp.| Bata’s Hann. | Gamma’s Hann. | Denra’s Hanp. 
a. B. y. é. 
Aco,Qn,Kv,10,2 @ | 9, 6, 5 of ...... @ | 8, 4 of ......... @ | King, 7, 3 of @ 
Queen, 6 of ... Q | Kng, 10,5, 4,2 Q | Ace, 8, 7, 3 of | Knavo, 9 of... Y 
Ace, 7, 6, 4 of @| King, 10, 5, of @& | Queen, 3,2 of @& {| Knave, 9, 8 of & 
9,8 of scorers CO} Aco. King of | 10, 7, 5, 2 of... | Qn, Knv,8,6.4 & 

Score: love-all.—Knave of Clubs turned up. 


THE PLAY. 
N.B.—Arren TRICKS MARKED THUS * REFER TO THE REMARKS, 

Trick L* eplaysAceg B5@ y 4@ 3 3 @ Won by a. 
» TL «ay Om 686M 78H 2Kee@ , 3 
» WI* 3 , £6 «a 8} BKg} ¥ 20 » &6. 
» %XIV.* B y Aco} y¥ 569 360 29d » B&B. 
a Ue By RD y¥ 8Q 3KvQY a Qn QY le 
» VIX ay, 4 B5 & y Qng® ’ 8 » 
» VIL* » , 3 & 39 aAcog§ £10 & | 
yy VIIIL* «@ , 6 BKg® y¥ 2 i Kv® » 2B. 
» IX Bg, 4£Q vyAceY 39IQ «e 6Y n 
» mw y» » TO tKvo a 7 BbY 4 a. 

REMARKS. 


. Trick I—ea leads from his strongest suit (vide Part I, Gonoral Principle 1, 
p. 21). Holding ace, quoen, knave, ho leads out aco and queen (vide Analysis 
of Loads, p. 26), As the cards happen to lie # can make every trick in spades 
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if he waits to finesse. But ho cannot know this; he playa on general 
principles. 

Treck TII.—d opens his strongest suit. His sequence of queen, knave, is 
not sufficiently strong to entitle him to lead from it (vide Analysis of Leads, 
p. 26). He therefore leads the lowest card of his suit (vide Pant L, 1, e, 
p. 24). 

Trick IV.—g continues with the aco of diamonds in order to get rid of the 
command of his partner's suit (vide Part I., General Principle 10, p. 44). 

Trick V.— now opens his strong suit. Tlaving no sequence he leads the 
smallest card of it (1, ¢). As the cards happen to lio } might forco tho queen 
with tho nine, but he cannot tell that the finosse will succeed. Hoe plays on 
general principles, and puts on his highest card third hand (wide Part I., 
General Principle 8, p. 41). 

Trick VI.—« now has the command of his suit and four trumps. Tho 
adversaries have not shown any particular strength in trumps, and 2 therefore 
leads a trump (vide Part L, 18, e, p. 56). a is not deterred from opening the 
trump suit because an honour was turned up (W%c Part I, 18,d, p. 55). y's 
winning the trick with the queen shows that 3 has not got the king. 

Trick VII—y returns his partner’s lead of trumps (vide Parr I., 
138, 9g, p. 57). Being numerically weak in the suit ho returns the highest 
(vide Parr I., General Principle 5, p. 34). The fall of tho carda in 
this trick should onable « to infer the position of the remaining trumps (vide 
Part I., General Principle 18, p. 63). The fall of the nine and ten shows 
that 3 and @ can at most have the king and knave between thom. It is 
known that 3 has the knave becauso he turned it up, and it is also known 
that 3 has not the king, because he could not win the queen in the provious 
trick (vide Remarks, Trick VI.). Further than this »’s returning tho three 
shows that he remains with the two and no more (vide Part IL, General 
Principle 5, p. 84. Consider carofully the example given at 5, c, and apply 
it to the present situation). Consequently 6 must havo the king, and the 
trumps must be equally divided. : 

To inexperionced players the abovo train of reasoning may sppear too close 
and elaborate for practical purposes. Practice, and especially practice with 
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good players, will however soon convince them to the contrary. In the 
present instance « has no excuse for omitting to ohserve how the trumps lie. 
So long as Trick VII remains in course of play he is entitled to se) the 
previous one (vide Law 28, p. 16). He has therefore ample opportunity for 
analysing the fall of the cards of the trump suit. 

Triox VIII.—« extracts a third round of trumps, with the moral certainty 
of remaining with the long trump to bring in his spades (vide Remarks, 
Trick VIZ.). 

Trick X.—y leads the diamond through the strong hand of diamonds, 
rather than return the heart up to the strong hand of hearts. His play does 
not affect the result. « trumps the diamond and brings in the spades. 


HAND II. 


Tho following instructive elementary hand was originally published by the 
author in The Field. 


AurHa’s Hanp.| Buta’s Hann. |Gamma’s Hanp.| Devta’s Hann. 

&. ep y. 0. 
King, 9, 5, 4 of @| Queen, Kv, 2 of @| 7 of........... eves @| Ace, 10, 8, 6,3 of & 
Ace, Knv, 4 of Q | Queen, 9, 7,5 of (| 10, 8, 2 of ...... Q) | King, 6, 3 of ... Y 
King, 6, 2 of... @®/ 8, 7, 3 of ...... & | Knv, 10, 9, 5 of Q| Ace, Queen, 4of & 
Queen, Knv, 40f | 9, 7, 6 of ...... © | Keg, 8, 5, 32 of S} Ace, 10 of ...... > 

Score: love-all.—Queen of Olubs turned up. 
THE PLAY. 

N.B.—AFTER TRICKS MARKED THUS * REFER TO THE REMARKS. 
Trick IL* eplays 4 @ & Kv@ ¥ 7@ 3 3 @ Won by &. 
7” IL* gp, 65Y y¥ 2Q 3KeQ a AceY 9 & 
n UL* «2, Qn B6D v2 BAe 4 3. 
, Iv* 3, 6Q9 « 4Q B QYQg y¥ 8Q g. “Bs; 
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Trick V.* £8 plays 7 Y 7y¥10Q 3 3Q a KvQ Won by «. 
» VL" «@ » Kv B7O ¥ 8O 5100 wy a 
» VIL* «2, £9 BIO y¥KgO >4 » 8 

» VOI* 3 ,, Aco® aig 6B 2@ y 5 & » 
» IX* y» , Kv® d Aco a 2 mm Oe 
» x" 8 5, 6® aKec@ 8 Qng@ y¥ 590 0 e 
iG ae » Kg® BT y¥ 9 3 Qng® 1 
lL » 6 2 8&8 710 & 3 8@ ” 

REMARKS. 


TRICK I.—a leads from his strongest suit (vide General Principle 1, p. 21). 
Iiaving no sequence he leads the smallest card of it (1, e p. 24). 6, second 
hand, with a sequence of queen, knave, and numerical weakness, puts on the 
knave (6, 5, p. 36). y» must be weak in spade&(vide General Principle 18, 
p. 63), since he cannot win the knave. 

Trick II.— opens his strong suit. 

Trick III.—a would continue spades to disadvantage, as y can give him no 
support in the suit (vide Trick I. and Remark). « might force y by going on 
with spades; but «, being numerically weak in trumps, should avoid forcing 
his partner (vide General Principle 16, p. 61), In addition, if y has strength in 
any suit he is most probabfy strong in diamonds; for he has no strength in 
spades, and the adversary, @, has declared strength in hearts. «’s lead isa 
forced lead. (For a full examination of the arguments in favour of the lead of 
the quoen of diamonds, vide Part I., General Principles 8 and 4, pp. 29-34), 

Trick IV,—d returns his partner's lead in proference to leading spades up 
fo a (4, 6, p, 32). Being numerically weak he returns the highest (vide 
General Principle 5, p. 34). 

Trick V.—f continues his suit (vide Genoral Principle 4, p. 31). The 
remaining heart is with @. y, dropping the ten, can have no more; 3 having 
returned the six, the highest of his suit, and now dropping the three, can 


74 WHIST. 


have no moro (vide Remarks, Trick IV.); and «, winning his partner's trick, 
most likely has no moro, The inference that 6 has tho long heart is eon are 
by the fact that hoarts was (’s original lead. 

TRIOK VI.—«’s best chance of helping his partnor is to continuo the aa 
3, dropping the ten to the knave, can have no more. 

Trick VIL—It is evident that 3 will trump the diamond (vide Remark, 
Trick VI). Nevertheloss, « continues the suit to force 3, who will then be 
obliged to continue spades or to open trumps up to y. 

Triok VIII.—3 is now driven to the spade suit. It is better for him to 
endeavour to make his ace of spades than to lead from his aco, queen of trumps. 

Trick IX.—y has to choose botweon leading trumps or leading a long 
diamond. The trump lead is the most advantageous. Tho knave led through 
the queen turned up places the queen in an unfavourable position, and the lead 
of a long diamond would compel « to trump high (16, 4, p. 62), without 
taking out a trump from 3’s hand, or would allow a to win the trick on easy 
terms. 3 puts on tho aco, ag he knows that y, if a sound player, cannot hold 
tho king; for knave is not led from king, knavo (vide Analysis of Play of 
Socond Hand, p. 39). It is useloss for 3 to finesse against tho king, as it 
cannot lie to his right (8, d, p. 42). 

TRICK X.—-d’s best chanco of making his queen of clubs is to go on with tho 
spade. Tho queen of spades falling from #’s hand, renders it clear to a, that d 
has two more spades. Iiis third card is the queen of clubs, which he turned up. 

Trick XI.—The queen must fall (vide Remarks, @rick X.). y, dropping tho 
nino of clubs, can only have the ton. 

Trick XII.—z leads the six of clubs. This is tho most intoresting lead of 
the hand. y has no spade (vide Trick VITI.), and no heart (vide Remark, 
Trick V.). He can only have one trump, which must be the ten (vide Remark, 
Triok XI.), y's hand therofore consists of the best trump and the long 
diamond, Had a smallor trump than tho nine fallen at Trick XI, 2 could not 
gortainly toll that y» holds the winning trump, and he should in that case 
ensure-the odd trick by forcing with the spade (vide Goneral Principles 17 and 


18, pp. 63-4). ay win two by cards. 
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In the following hands the comments will be much fewer, 
explgnations of ordinary play being unnecessary to those who have 
mastered the General Principles (Parr I). 

The student will find it an exeellent exercise to play each trick 
himself, before referring to the text (vide Preliminary Observations, 


pp. 69, 70). 


ee ae ee 
HAND II. 

AupHa’s Hanp.| Brra’s Hanp. |Gamma’s Hann. vane. Hann, 

re ; ; ; 

Queen, 4 of ... @} Ace, 8, le of @| King of De @ | Kv, 10, 9, 7,3,2@ 

10, 8, 4, 3 of... (| Ace, Kg, Qn, 2 Y! 7, 6, 5 of ...... Y | Knave, 9 of ... Y 

King, 9, 7, 2 of @| Queen, Knavoof @ | Ace, 8, 6,5, 3 of Q) 10, 4 of ......... & 

Knave, 5, 3 of / 8, 6,4 of ..... » S| Aco, Kz %o, 7 of | Queen, 9, 2 of © 

Score: love-all.—Two of Diamonds turned up. 
THE PLAY. 
N.B.—Artcr TRICKS MARKED THUS * REFER TO THE REMARKS. 

Trick I. a plays? & &Kv & vyAceg® 3 4 Won by >. 
» O* yy» 3@° 310 aKkg@® 6Qn@ 1» «@ 
» OE" «a2, 8Q 6 QanQ y 69 3 99 » &B. 
» IV.* B y AceY y 56Y 3KvQgQ a 4Q we BS 
n V. By» KEQ »y 79 & 2@ @« 8O  » B. 
» VI* B , Acc® yKc@ 3 8@ 2 4@ 1 B- 
» VIL* Bp, 2QY y 6 3 29 «a llQ » 
» Vil. 3 ,, Kv @ 2Qnr@ 6B 5 y 5 Ps a. 
» IX" « , Kvgd B 4 7¥ 719 3 Qn ar 
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REMARKS. 

Trick Il.—y’s botter lead would be tho sevon of trumps. He can ensure 
saving the game from his own hand; and should the trump lead turn out badly 
he has the power of stopping it with the ace or king of trumps. He should 
assume that his partner led from strength in clubs (vide General Principle 1), 
and that clubs will thorefore most likely be established in the next round. If 
« is a player who often leads a single card, the return of the club would be best. 

Trick III.—a seeing that one adversary will trump, and the other discard 
to clubs (15, 6)7 opens his next strongost suit, hearts. y seeing that the clubs 
are established, begins to ask for trumps (13, ¢). 

Trick IV.—In this case, with ace and king, @ leads the ace (4, f). 3 cannot 
tell where the ace is, and with very weak trumps (14), and great anxiety to 
win one trick (17), he might trump tho king. y completes the signal for 
trumps. 

Trick VI.—f leads out the aco of spades, and 

Trick VIL.—forces his par‘ner with the heart to make the fifth trick (17). 
If 6 leads a small spado, y wins the trick, loads trumps, and wins the game. 
y continues to ask for trumps. 

Triok IX.—s loads his best trump in obedience to the signal (vide Remarks, 
Tricks IIT. and IV.). 4's finesse is not wrong, though it unluckily loses a trick. 


ay score the odd trick and two by honours. 


HAND IV. 
Aupua’s Hanp.| Bata’s Hanp. |Gamma’s Hanp.| Devta’s Hann. 
a, B. y. é. 
10, 5, 3, 2 of... @| King, 9, 8 of... @| Ace, Qn, Knave, | Kv, 7, 5, 4,3 of Y 
King, 10, 2 of Q| Queen, 9,8 of Y 7, 6,408 ... @ Queen, 9 of ... & 
Bp2 of seeeegees & 10, 8, 7 4 of eve & Ace, 6 of eececce Q King, Queen, Kv, 
Ace, 4,3, 2 of 9,8, 7of ...... }|Ace,Ky,Kv,6,5 | 10, 6, 5 of © 
Score: three-all_—Knave of Diamonds turned up. 
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THE PLAY, 


e N.B.—AFTerR TRICKS MARKED THUS * REFER TO THE REMARKS. 


Trick I. aplays2@ 6 8@ y¥Kv@ 3 & © Won by 3. 


»n I* 3 , Wd a2 B 7 y 52 1» 

» W* 3 , 8&8Y «a 2Q B Qng yAoQ , »y. 
»n IV. y » Kg ® 3 9 « 2 B44 ”n Y 
» Ve ¥ » Aco® 3 Qn «a 3 B™& w» » 
» VI" y» , Kv® > 6D «ea 83@ &s8@ , 3. 
» VIL 3 , 4Q 2ldQ B 8Q y 6Q 4. « 
» Vl. « ,, Acod B&Q y 6 3QnO 4 « 
» mm ay, 8O B9D yr \@ Kg » 3 


REMARKS. 


‘Trick IIl.—{ Vide 18, 6, and 14, 6.) « must consider the game all but hope- 
Jess ; he has only two possible winning cards, and £3 have great strength 
in trumps, and two by honours. Still « does not throw down his hand. y does 
not unguard his ace of heagts (11, a-d). 

Triok II[.—3 discontinues the trump lead (13, A). 6 cannot have the knave 
of hearts (7). « notes this, and will finesse the ten next round (18), 

Trick VI.—y plays to force the strong trump hand of. the adversary (15). 
« does not overtrump; he sees that his only chance is for the other trumps to 
be divided, and for him to be able to get two rounds before he loses the com- 
mand of hearts; if he overtrumps he loses the odd trick. He would continue 
to lead trumps, and 3 to lead hearts, when 3 would be left eventually with the 
last trump and two long hearts. 


ay win two by cards (which score before honours). 
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HAND V. 


AupHa’s Hanp. Berta’s Hann. Gamma’s Hann, Denra’s Hann. 
a, é. 
Ace, 9,6, 2of... @ 8,7, 40f ...... @ Queen, 10,5 of @ King, Kv, 3 of @ 
4,2 0f ws. Y Qn, 10, 7, 38 of Y Knave, 8,5 of Y Aco, Kg, 9,6 of Y 
Kng, 10, 7, 4 of @ 9,8, 6 of ...... & Aco, Kv, 8 of & Queen, 5, 2 of & 
8,6,40f .....Q Knave, 10,9 of & Ace, Qn, 3, 2 of © King, 7, 5 of ... © 
Three of Spades turned up. 


THE PLAY. 
N.B.—AFTER TRICKS MARKED THUS * REFER TO THE REMARKS. 

Trick I. aplays 4 & B6® y Aceg 3 2 & Wonby y. 
» IL* y ,, Kv & 3 Qng® = Kg & B 8 9 & 
» JIL" @ , 10 gb 9 y 8h > 5@ » & 
+ IV" «@ , 2@ B4@ 7y¥Qu@ IKg@ », 3 
» W. 8 , KeQY a 2QY B 38Q y¥ 'Y , 38 
» VWI 3 , AcoY a 4Q BTQY y¥ 8YQ 6 
» VIL® 3 , 6QY a 4 BQnQg y KvYQ n 2B 
» VIIT® B , Kvd y Ace} 35S a 6 os 
» I y » 10O@ 3Kv@ aAceg ATG 3» & 
» & @ » 9 6 8&8@ y 56@ 3 8@ 1» 

REMARKS. 


Trick II.—y prefers returning his partner's lead to opening a fresh suit in 
which he has a tenaco (4, 6). Being numerically weak in the suit he returns 
the highest (5). Mark the advantago of returning the strengthening card 
(knave), as also at Trick IX. 

Tuiox III.—Thore is nothing to show that 3 has not all the other clubs, so 
« refrains from leading trumps as his suit is not yet ostablished (18, e). « con- 
tinues the club in preference to opening another suit (4). 
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Trick IV.—2« leads from his four trumps in preference to opening a weak 
suit (13, a). 

Tigox. VII.—e being strong in tramps passes tho doubtful card (14, a). 

Trrox VIII.—y does not finesse as 6 cannot havo the king (vide Analysis of 
Play of Second Hand, p. 89). 


Tricks XI. and XII.—a« makes the thirteenth club and tho last spade. 
ay win two by cards. 


HAND VI. 
Aupua’s Hanp.| Bara’s Hann. |Gamma’s Hann.|Daettra’s Hann. 
a. Bb. Y. é. 
Kv, 9, 8, 7 of... @/6, 5, 4 of ...... @)10, 2 of .......0. @{ Ace, Kg, Qn, 8 of & 
Queen, 10, 6 of Y)| Knave, 8, 7, 5 of Y| Kg, 9, 4, 2 of... Z| Ace, 8 of ...... Y 
King, 6, 4 of... | Ace, 10, 9 of... | Knave, Q3 of Hj Qn, 8, 7, 2...... & 
Queen, 8, 7 of < King, 10,9 of | Aco, 5, 4,2 0f Kv, 6,8 of..... 
Score: 66 love.—Queen of Spades turned up. 


THE PLAY. 
N.B—Arrer TRICKS MARKED THUS * REFER TO THE REMARKS. 


Trick I.* e«zplays4 Q@o £6 IO y Kv & 3 Qn & Won by 3. 
» U 3 , Ke@ « 7@ B4@ y 2@ ” 3. 
» I 3 , Aco® a 8@ B&@ 7y¥10@ » 8 
» IV. 3 , Qn@ «a I@ 6 6@ yr 83&@ ” 3. 
, ves, AoW 20 69 B59 729 4 2 
» VI* 3, 83Y a Qng B7Q y 49 3 & 
» VIL* « , Kv@ B99 ¥ 29 3; 8@ (he 
,VIL* «, 109 6E¥QO yKeO 32 4 » 
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REMARKS, 

Trick I.—« leads the smallest card of his suit though he is numorically 
weak (1, c, and 8 6-c). 

Trick V.—?3 plays to make the small trump on the heart. He thus geta 
rid of the command of hearts, which eventually prevents his winning the 
game. His better lead would be the two of clubs, through the original strong 
hand (4, 5-d). 

Trick VI.—a suspects 3’s object, 50 he puts on the queen second hand (18) 
in order to draw the last trump. The queen wins, which shows that £ has 
not the king, and if 3 had it he would have led it; therefore » must have 
it (18). 

Trick VII.—f keeps his tenace in clubs, and his knave of hearts guarded. 

Triok VIII.—It is useless for 6 to cover, but the result is unaffected. 

Tricks IX. and X.—y plafs out the winning heart and the ace of diamonds 
to make five tricks (17). 

G8 score two by cards and two by honours. 


HAND VII. 
AvupHa’s Hanp.| Bera’s Hann. |Gamma’s Hann.|Detra’s Hanp. 
a. ‘ : é. 
Kg, Kv, 5 of... @/8, 7, 4, 8, 2 of @j 10 of hae @ | Ace, Qn, 9,6 of @ 
Qn, 8,20f ... Kg, 10,9, 4 of 18, 7, 6 of ...... QY | Ace, Kv, 5 of... 
Qn, 10, 5, 3 of &| Kv, 7, 6 of... @ | Ace, Kg, 2 of @/9, 8, 4 0f 3... & 
7.5 Ofscaree COL OF crecscccees . ©| Ace. Kg. Kv.4,8,20 110, 9. 6 of...... ro 


Score: ay love.—Nine of Olubs turned up. 


_ N.B.—Arrer TRICKS MARKED THUS * REFER TO THE REMARKS. 
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THE PLAY, 
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Tric® L* aplays 3 B 6 yKe&® 3 4 @& Won byy 
» Wy 4 Aco > 8 oa 56 we * 1 Ys 
» IW » ,, Kg} 3 6 a 5 8 8 ”» Ys 
gp TS ye ae 2 & 39g al0& pKv & » B. 
” A B ” 4 g Yy 6 g 3 AceQ a 2 Y ” 3. 
» VI*¥ 3 , KvQ a QnQY BKgQ y¥ 79 » Be 
» VIL Bg , 1OoQg y¥ 8Q > 5Q e 3YQ » Bs 
» VIIL* gp, 9Q 7¥10@ > 6@ a Qn® (he 

REMARKS. 


Trick I—« leads trumps; it is his strongest suit; and by leading trumps 
he gets other suits opened for him (13, a). 

Trick II|.—Before parting with the lead, y shows his very strong suit. 

Trick IV,—a finesses so that he may not part"with the command of trumps. 
If the finesse does not succeed, he still has the last trump to bring in the 
diamonds, 

Trick V.—At the commencement of the hand @ would probably have led 
from the long suit of spades; but now, since the last trump and the diamond 
suit are against him, 6 should not play to establish a long weak suit. 

Trick VI,—d's best chance for five tricks (17) is to wait for some one else to 
open the spades. Being numerically weak in hearts he returns the highest (5). 

Trick VIII—If 6 here leads a spade, he saves the game, as his partner 
will not finesse (17); but 6 cannot know that 3 has the ace, and his best chance 
is to force the long trump, and make his partner fourth player. The play is 
right but unforttnate. 2's discard is intended to conceal his weakness in 
diamonds (11, 0). 

Trick IX.—« leads the queen of diamonds, which y should pass; for if « 
has another diamond, he will lead it, and if he has not, 3 must have them all, 


ay score three by cards and two by honours, 
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. HAND VIIil. 


AupHa’s Hann. Bera’s Hann. Gamma’s Hann. Dewta’s Wann. 
Ge B. y- é. 

King, 8 of ...... @ Aco, Qn, 4, 3 of @ Knv, 10, 7, 5 of @ 9, 6, 2 of ...... r 

5, 8,2 0f .....Q 10, 7 of .....000- Y King, 6 of ......QY Ace,Q,Kv,),8,4 Y 

Knave, 7, 5 of... @ Kg, Qn,4,8,2 of @ Aco, 8, Gof ... @& 10,9 of ........ & 

Kg, Qn,6,5,80f © 8, 7 of......s0000 © Ace, 10, 9,2 of  Knave, 4of ... © 


Six of Spades turned up. 
THE PLAY. 
N.B.—AFTER TRICKS MARKED THUS * REFER TO THE REMARKS. 
Trick I. aplaysKgO BT@TO y¥ 20 3 4 Won by a. 
» Lae, 8O B8O 


, UL* +, 6@ 3 2@ 

» IV. By Kg@ vyAcQ@ 3 9. 

» V. ¥ » Kv@ 3 6@ e 8. 

» VI. By Qu® y 6 310g «o 7 1» B. 
» VIL Bn 2@ vr8SH $23 9@ aKv® 4, 2 
»VO 3 , AQ « 29 BID v,6YO wy 38 


REMARKS. 
Trick ITIl.—( Vide 18, e.) If y does not lead trumps, he loses the odd trick. 
a cannot have the queen of spades (7 and 18). 
Trick IX.—d leads the queen of hearts, y wins it, draws the two trumps 
(if ho remembors that the sovon is the best), and brings in the diamonds. 


ay win two by cards. 
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HAND IX. 


AupHfa’s Hanp.| Bera’s Hann. |Gamma’s Hanp.| Denra'’s Hann. 
a. B. Y- é. 
King, 9,8 of... @| Ace, Qn, 10, 4 of @| Knavo, 2 of ... @/8, 7,6,50f .. @ 
Aca, Qn, Kv, 6,3 | 10, 7, 2 of ...... Q/9, 8, 5,4 of ... Qi King of ......... g 
| 10, 8, 7, 5, 4 of | Kg, Qu, 9, 6,3 QB} Ace, Knavo, 2 of & 
Ace, Kg, Qn, 8,7 O15 of  ..cscessseee O14, 3 of... © | Kv, 10, 9, 6,2 of & 
Score: ay love-—Knave of Diamonds turned up. 
THE PLAY. 


N.B—Artrer TRICKS MARKED THUS * REFER TO THE REMARKS. 
Trick I.* «playsQnu} 6B 5b} 3} 3 2 Won by «. 
» I « y Kg B 2Q 4° 3 6O 9 «& 


ery eee 


» IIDL* a ,, AcoY B7Q 4Q sKgQ , «@ 
» IV a , Ao B4® 2@ 399 4, « 
» V8 ay 9 B19 89 3100: , 2B 
» WZe3y, Kv «7D B625H vy 590 4 3 
» VIL* 3, 5@ «a 3@ 6 Qn@ y Kv@ » 6. 
,VIL* 6, Td yh tach «© 8D 4 «@. 


REMARKS. 


Trick I.—« leads the lowest of his sequence in order to inform his partner 
of his strength (12, b). 

Trick III.—a is left with three trumps against three, which may all be in 
3s hand, If they are, and 3 command the club or the spado suit, « can novor 
bring in the hearts unless he forces 3 beforo } forces him. «’s best chance th&n 
is to discontinue the trumps, and to play to cstablish his hearts, and having 
succeeded in that, he can safely lead the ace of trumps; then, if ho finds 3 with 
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tha three trumps, he can force him by continuing the hearts, which leaves « 
with the numerical command of trumps to bring in his suit. After this trick, 
the hearts are established, so « proceeds with the trump. e 

Trick IV.— keeps what strength he can in the opponent’s suit, hearts 
(11, 6). y discards from his weakest suit (11). 

Triok V.—+y discards the eight of hearts instead of the five, that he may 
not obstruct his partnor’s suit (10). It does not happen to affect the result. 
It, however, shows attentive play on y’s part. It is useless for } to refuse the 
force; the game is in great danger, and all the hearts are most likely against 
him, 

Triok VII.—3 leads spades because his partner discarded clubs. Unfor- 
tunately for ay, the knave falls on £’s queen, 

Trick VIII.—The fall of the knave in the previous trick shows 6 that ho 
must not return the spade through the weak hand, but wait to finesse the ten. 

Trioxs IX., X., XI.—a makes his three hearts; 6 keeps the ace and ten of 
spades (vide Remarks on Trick VIII). 

Tricks XII., XIII.—a is doliged to lead spades; f finesses the ten (vide 
Remark on Trick VIII.), and saves the game. 


ay score two by cards and two by honours. 


HAND X. 
Aupua’s Hanp.| Beta’s Hann, |Gamua’s Hanp.|Detta’s Hann. 
a, B. Y- é. 
9, 8, 7,3 0f ... 10, 2 of........ » @| Ace, Qn, Kv of @/ Kg, 6, 5, 4 of @ 


6, 4, 8 of ...... YQ | Kv, 10, 7 of ... | King, Qn, 8 of Q)| Ace, 9, 5, 2 of Y 
10, 5 of ws. | Kv, 8, 7,8 of... Q&| Ace, 9, 6 of ... @i Keg, Qu, 4, 2 of & 
8.'7. 6.5 of ... (Qn, 10, 9, 2 of &| Ka, Kv, 4,3 of OG! Ace of ........ .o 


Score: 3 love.—Queen of Clubs turned up. 


N.B.—~AYTER TRICKS MARKED THUS * REFER TO THE REMARKS. 


® 
Trick I* aplays 3@ 


WHIST. 


THE PLAY. 
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B 2@° y Kv@ 3 Kg@ Won by 3. 
ee EY 2 2 2 g «a 8Y B10Q y QQ n 
» IL* y» , 8 3 Aco} «e# 5O B22 n & 
» IV. 3 ,, AcoY a 4Q 6B 7Q y 8QY ab. . oes 
» WY 8 y, 5Y a 6QY EKVY yKgQY » 
» VWI" y» , 6 & Kg ea 5 6 8 » 8 
» VX 3, 9Q «ld B Kv yAc®m 5 » 
» VIIL* » , 9 > Qng ab 61h Oe 
» IX 3, 4@ a B10 yQrn@ » ». 
» » Y y Acog 3 5@ a 8@ B&& » 2B. 
» SE By 9 7 Kv ‘ 

REMARKS. 


Trick I.—« leads from his strongest suit; he does not lead from the soquence 
(vide Analysis of Leads, last paragraph, p. 29). 

Trick II.—3 has only one diamond, and no strength left in spades. 
He therefore ‘very properly plays to ostablish his suit bofore leading 
trumps (15, e). 

Trick ITI.—It is«pretty ings that 3 has no more diamonds, or he would not 
put on ace second hand (6 and 18). 

Triok VI.—y having the command of spades, and a tenace over 8 in diamonds 
(vide Remark, Trick III.), leads trumps. 

Trick VII.—3 seeing that 7 leads trumps, presumes that he has strength in 
them, and being strong himself, plays a thirteenth card to force a high trump 
from y. « puts on the ten to save his partner's hand if possible. £ shoul 
have put on his best trump in any case (16, 6), as his partner has shown two 
honours (played king and turned up queen), 
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Triox VITI.—a discards a diamond; his suit (spades) is partly clearod, and 
if he ever is to make a trick with his wretched hand, it will be in the last 
round of spades, Note tho importance of playing carefully even with bad 
cards; « oventually savos tho game with his last spade. 


Bé score two by cards and two by honours. 


HAND XI. 

Atrua’s Hanp. Bata’s Hanp. Gamma’s Hanp. Devta’s Hanp. 
a. B. 0. 
7of...@ Sof... Ace, Kg, Kv,8,5 @ Quoen, 9, 4,3 of @ 10, 6, 2 of ..... -@ 
Ace, Kv, 10,9, King, Qn, & of D 7 of .scscecersenene QD 8 Of seseesseneoees g 


6, 4, 8, 2 of Y Knavo, 1, of ... @ 8, 7, 6,8 of ... @ Quoon, 9,5, 20f ® 
Aco, King, 4 of & 9, 4, 2 of. ....... King, 8, 7,6 of  Ace,Qn,Kv,10,5 
Score: ay one; 8d four.—Nine of Clubs turned up. 

THE PLAY. 
N.B.—Arrer TRICKS MARKED THUS * REFER TO THE REMARKS. 

Trick I. a«playsAceY B bY y TY 3 8 GY Won by «. 
» II* «@ », KvY £QnQg y 3 7 5b » BG 
» UL 3 , ACD «@ 8H B2D 86D 4 B 
yn lV. 3 » Q2O @ TH B4EQD vEEQO wy. 
» VX »y y» 8S 32 eKg@ B10 4, & 
“, VL" « » Aco BEVYQ® vy6Q@ 39M, « 
» VIET a» 290 BKEQ vyi@® % 2@ 5, -» 
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REMARKS. 


TRICK II.—a must have led from aco, knavo, ton, nino, &c. (vide Analysis 
of Loads, p. 28). 3 having dropped the eight (vide Trick I.), most probably has 
only king or no more. y should therefore trump with the six. 2's best play 
is doubtful. In the judgment of tho writer 3 should not ovortrump (14, 0). 

Trick V.—a having refused to trump a doubtful card (vide Trick IV.), y 
presumes that his partner is strong in trumps (14, a and 18), and he therefore 
leads thom. Being numerically weak, he leads the highest (8). 

Trick VI.—This is tho critical lead of tho hand; continuing the trump 
loses the game. Let us put ourselves in a’s position, and carefully examino the 
trump suit (18). y led the eight (vide Trick V.). From what combination of 
cards can y have led? He cannot have led from quoen, knave, eight; from 
queen, eight; or from knave, eight; because from any of these combinations 
he would have led the highest of his suit (3), ang not the eight. Nor can he 
have led from any of these combinations with smaller cards added, as in that 
case he would have led the lowest of his suit (1, e), and not the cight. It 
should, therefore, be evident to «, that 7 has led from a numerically weak suit 
of which the eighi is tho best, and that, consequently, either 6 or 3 must bo 
strong in trumps. a@ should play to force his partner with tho heart, by which 
he gots tho command of hearts, and keeps the power of obtaining tho lead again. 
If he does this, y trumps the heart; and whether 3 overtrumps or not, a wins 
four by cards. 

Trick VII.—Mark, 3 does not overtrump. He can count «’s hand—all tho 
hearts and a trump (18). He sees that if he parts with the queen of clubs « 
must bring in the hearts. 

Triok VIIL.—y leads tho threo of spades, « trumps it (best); and 3 trumps 
the heart, and plays out his diamonds. 

86 score the odd trick. 
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HAND XII. 


Aurna’s Hanp.| Beta’s Hanp. |Gamua’s Hann.|Deura’s Hann. 
a, p. y° é. 

Ace, Kv, 5,20f @/9, 8, 4 of ...... @ | King, 10, 3 of @/ Queen, 7,60f @ 

1D OL dvecteees Y | Kg, Qn, 8, 6 of Y| Ace, Kv, 4, 30f ()} 10, 9, 2 of...... Y 

Kg, 7, 6,4, 20f @ | Knave, 5 of ... @&} 10, 9 of ......... Gj Ace, Qn,8, 3 of & 

GB of .cccecoes | Ace, Kv, 5, 2 of | King, 10, 7,40f <9|Queon, 9,8 of © 


Score: ay three; 8d four.—Queen of Olubs turned up. 


THE PLAY. 
N.B.—Arrer TRICKS MARKED THUS* REFER TO THE REMARKS. 

Trick IL* aplays 2 : 5 y 9 3 Qn & Won by 3. 
» m* 3, W0Q “ea 7Q Bp Qng yAeoQ 4» ». 
» II* » , oO 3 8h akg & BKv@® » & 
» IV. «yy, 2@ Bb 4@ yKg@ $3 6@ =» » 
» VW yy » 0 37@ «e 5@ B8@ =» -». 
» VW. yy 8@ 3Qr@ aAco® 6 2@ 0 
» VIL*Y «@ » 4 B29 Y 8O 3 8®@ , 3. 
» VIIIL* 3 ,, Aco a 6 B 6Q y4d yy & 
» XX 3 , IQ ea 56Q BKgeQ y¥4Q9Q 4, &B. 

REMARKS. 


‘Trick I.—a« leads trumps, because he has great numerical strength in them 
(18, B—d). yy cannot have tho eight (7 and 18), and 3 cannot have the knave, 
Trick II.—3 leads a strengthening card (3, u-—c). 
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Trick III.—3, having strongth in trumps, is justified in passing this trick 
(7, ¢). y cannot have the knave of clubs (2), and the first trick (g. v.), showed 
that 3 fas it not. @ therefore does not, fincsse. a can now count the trumps. 
y cannot have the eight (vide Remark, Trick I.); so, unless £ is playing a false 
card the two (ace and eight) are with 3 (18). 

Trick VII.—a plays to give 3 the lead, that ho may lead up to y; and in 
the improbable case of #’s playing dark, he brings down both the trumps. 's 
partner having shown weakness in hearts (Trick II.), 6 keeps what strength 
he can in hearts, and discards a diamond. 

Trick VIII.— discards a heart in order to keep his ace, knave of diamonds 
guarded (11, 6). 

Trick X.—£ leads the five of diamonds. The knave of hearts is clearly 
against him (his partner led the ton, 3), as also the long’trump, and the last 
spade (18), Tho only chanco of making six tricks (which saves the game, 17) 
is for « to have two diamonds, and for 3 to make a trick in them. y should 
put on the king second hand. It makes no difference if his partner has a 
winning diamond; and if ho has only two small ones, it is y's best chance of 
making the king. If y does not put on the king, 3 wins with the queen, and 
should (only chance) return the diamond (4, c). 


HAND XTiTil. 
Aupua’s Hanp.| Beta’s Hann. |Gamma’s Hanp.| Deura’s Hann. 
Ot. B. Y. 6. 
Kg, 10,5, 3,2 of @|7, 6 of ..... sree @| Queen, 8, 4 of @} Ace, Ky, 9 of... @ 
Ace, 3 of 4... | Quoen, 8, 5, 2 of | Kg, Ky, 7 of ... J/10, 9, 6, 4 of... Y 
a) are & | Aco, Kg,Kv,10,6 & | Queen, 9, 7, 4 of G5, 8 of........006 & 
Queen, 9, 5.4 of Oi Ka, 8 of.......... © | Kv, 8, 7 of...... ©! Ace. 10. 6. 2 of & 


Two of Diamonds turned up. 


WHIST. 


THE PLAY. 


N.B.—Arrer TRICKS MARKED THUS * REFER TO THE REMARKS. ¢ 


Trick LL" aplays 2 @ BCO@ yQu@ 3 Ace @ Won by 3. 
» Ws, 4Q a 3QY B QuQ yKkgQ »n 
» TI* » , 8@ > 9f 2lI@ B7@ | 
» IV" «2, 490 B3O yKv dAced ig: 
» V* By CY a Ace B 2Q y¥ 7Q 0 & 
» VWL* @ y 5D 6Kgd y 79 6 6d » &B. 
» VIL Bb , Kg® y 4 > 8 a2 » & 
» VII Bg , Aceg® y 7 om easS@® , 8B. 
» IX" Bg , 10 y Qn & 526 a VO 1 & 

( REMARKS. 


Triox I.—y cannot have the knavo of spades (17 and 18). 

Trick III.—2« finesses as he has four trumps (8, 5) and the ace of hearts. 
The success of tho finesse shows that 6 cannot have tho knavo of spades (18). 
} should infer that his partner has no more spades (18). 

Trick IV.—2« having established his suit leads a trump (13, e), 

Trick V.—} should have led the spade for his partner to trump (vide 
Remark, Trick IIZ.), 3led tho four of hearts originally (vide Trick II.); he 
now leads the six; it may therefore be inferred (18), that he has led from 
numerical strength, for otherwise he would have led the highest at first (8). 

Trick VI.—d retains the turn up card (12, 6). 

Trick IX.—£ should have led a heart, but the result is unaffected. 

Trick X,—a can count 3’s hand; he has the knave of spados (wide Re- 
marks, Tricks I. and ITT.), and two more hearts (vide Remark, Trick V.). Ho 
can only have one trump, and his knave of spades is singlo. « therefore draws 
the trumps and brings in the spades. 

ay score two by cards. 
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HAND XIV. 
Aupng’s Hanp.| Beta’s Hanp. |Gamma’s Hann, | Deuta’s Hann. 
a. p. Y é. 
5,3 of ...... » @| Kg, Kv, 9 of... @| Ace, 8, 7,6, 4 of @ | Queen, 10, 2 of & 


Aco, 5, 4,2 of YZ} Qn, 10, 3 of ... Y| Knave, 8, 7 of Q| King, 9, 6 of... Y 
Queen, Knavo of & | Kg, 9, 7,2 of... | Aco, 4, 3, of ... Q&/ 10, 8,6, 50f... & 


Kg, Kv, 10, 9, 5 | Ace, Qn, 2of... O14.3 of ......... O18. 7 Gof ...... & 
King of Hearts turned up. 
THE PLAY. 


N.B.—Arren TRICKS MARKED THUS * REFER TO THE Remarks. 

Trick I* aplays 9 } B 2 y 89O 3 6} Won by «. 
» Mae, 19 BQnd r to 37D ww B. 
, UL By», 2 »yrSQ $210 @ j«keKvr@® , « 
» IV.* a@ , Kv B Ace} y 7Q a8) » »¥: 

» com 3 2@ aSb@ £B9@ 4 


» Vi y 

» VW. vy, 4@ 310 @ a 8@ B Kv@ » Bs 
» VIL By» Ke@ , 71 6@ %@ «£29 4 «@ 
» VIIL* «2 , Qn® BKg® y Aceg® > 5 » -»Y- 
» X* » , KEvY 3KeQ a 4Q p8YQ y 2 


xX 3, 9Q a Ace B10Q y¥ 8Q 4» «@. 
REMARKS. 


Trick I.—f infers that « led the nino from king, knavo, ten, nino, or as & 
strengthening card (4, d, and 18), When (Trick IT.) « leads tho ten 6 knows 
he has king, knave (4, 6). 


$9 
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Tarox IV.—3d's dropping the eight, shows that he has no more (18). 

TRIcK V.—a, secing that his partner haa strength in spados (1, g), and 
having established the diamonds, begins to ask for trumps (13, e, and 43, #). 

Trick VIII.—2«, remaining with,only three trumps, does not lead them 
(13, e), though he asked for them. 

Trick IX.—y leads trumps because of the signal, without considering that 
« has since been forced, and has not led trumps. y should count a’s hand, 
two diamonds (vide Remark, Trick IV.) and three trumps (he would never 
ask for trumps with less than four). All the clubs then are against him. 
It would be better to force «, who, if he has a tenace in trumps, will still 
make it by leading a long diamond. « does not win the king; he sees that 
the best chance of two by cards is for the adversary to lead clubs again. 

Triok XI.—a leads a diamond, which forcos tho six of hearts. The adver- 
sary is obliged to lead # clu, which « trumps. 


ay score two by cards. 


HAND XV. 


Aupaa’s Hanp,.| Bata’s Hann. ,Gamma’s Hanp.| Devta’s Hann. 
a, A y é. 

7,6, 20f 4... @| Kg, Qn, Kv,4 of @} Ace, 9 of ...... @ | 10, 8.5, 3 of ...@ 

Kg,Kv,9,7,6,40f | Queen, 5 of ... Y| Ace, 10 of ...... QY)18, 3,2 of ...... 9 

KV Of .....c0000e+ G| Ace, 4, 2 of ... &&/ 9, 8, 7, 6, 5,3 of | King, Qn, 10 of & 

10, 7, 6 of ...... Oi Kg, Kv, 8, 5 of &' Queen, 9, 3 of H} Ace, 4,2 0f 1... 


Score: four-all.—Ten of Clubs turned up. 


gv -B.—AFrer TRICKS MARKED THUS * REFER TO THE REMARKS. 


\ 


WHIST. 


THE PLAY. 
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Trick I. «@ plays 4 Y B 5Q y AceY $ 2 Q Won by y. 
» UX y»y , 5 & 5Qn & a Kv & 6 2 & 5 
» UL 3 , 8@ a 2@ BKv@ y Aceg » 
» IV* » ,» 6 510 & a 6@ BA® 5 3B 
» Vv. 8 y B5S@ aTl@ BQn@ y 9@ ~» 6B. 
» VI" 6 , Kg@ y 9& 3 8@ «e 6 yf 
» VIL* » , 8S Kg & «a 6Q BAcc@ , 8B. 
»VIT gp, 4@ ¥ 7& 310@ ea TQ » 
» X* » , 1OQ 3 8Q #£«kKvQY BQngQ , 8B. 
» & By, 5D ¥ 38 3 Ace «10 , 38 

REMARKS. 


Trioxs II, and IV.—y does not lead the three, lest « should be utterly 
weak in trumps, and the adversary make tho four (1, f, and 2, 6, last 
paragraph.) 

Trick VI.—f continues hia suit (vide 4, a). y trumps with the nine, and 

Trick VII.—Leads the three, to show his partner that he has the inter- 
mediate cards (12, 6). «@ discards a heart that he may not be left void of 
diamonds (11, 5). Since y has the last trump, « only wants to bring in two 
hearts (17 and 18), and he can therefore gain nothing by keeping more, 

Trick [X.—a is in doubt whether to finesse. Though the gamo is so far 
advanced, he has barely any indication from the play. It is about an even 
chance for the game whether he finesses or not. 

Triok XI.—3 leads another diamond, and £ puts on the king. He does note 
finesse, as the king makes the odd trick (17). 


86 score the odd trick. 


‘ 
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HAND XVI 


Aupua’s Hanp.| Bera’s Hanp. |Gamma’s Hanp.|Denta’s Hann. 
G. p. . y. é 

Queen 4,2 of @j Ace, 9,3 of ... @/ 10, 8, 7 of...... @ |King, Kv, 6,5 @ 

King, 10, 7;80f Q)| Queen, Kv, 40f Qj 9, 2 ...ccecscees Q) | Aco, 8, 6, & of Y 

10, 9, 8, 2of... @H| King, 8, 5,4 of g&} Aco, Qn, Gof... | Knavo, 7 of ... & 

Ace. 5 of ...... 019, 8.2 of ...... © | Ke. On. 10.6.4 &|Knave, 8, 7 of & 


Score: ay three.—Hight of Hearts turned up. 
THE PLAY. 
N.B.—Arrur TRICKS MARKED THUS" REFER TO THE REMARKS. 
Trick IL aplays 2 & B4® y Qn 3 7 & Won by +. 
» Livn BO 37H 25D 229 » » 
» UW yy, 49 38 aAces B8SQ yw 


» IV" «2 , SH B5&® yAceg® 3Kv® a 2 
» V* » » Qn© IKvO «a 2@ BY9OD wy 
» WIA* y» , 9Q > 6QY «a 8Q BEKvQY , 8&6. 
» Vil. B , Kg® y 6% > bm a 9 » #& 
» VIIL* 6B, 8S ¥106 3 6QG 210 ‘a 3. 
» IX* 3, 8QY aKkgQ p4Q 7129 , «@ 
» x @o@, TY BQ0Q y 6O sAceoG 54 
REMARKS. 


Trick IV.—a might reasonably concludo that his partner has the command 
of diamonds, and might therefore lead from his four trumps (13 e). 
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Trick V.—a unguards his queen of spades; queen singly guarded mhy 
make a trick, but the ten of clubs unguarded cannot. ) 

Trick VI.—y should hore have continued his partnoer’s suit, instead of 
opening weak trumps (1, 3, 4,and13). «a finesses the nine, as he sees it must 
be y's best trump (8, 0). 

Trick VIJI.—6 takes the best chance of making six tricks by forcing his 
partner (16,a and 17). discards tho best diamond to show that he commands 
the suit (12, b). 

Trick IX,—2's best chance of making three more tricks is to return the 
heart up to the weak hand (vide Remark, Trick VI.). « suspects that 3 is 
underplaying (9, d), 80 he puts on the king second hand. If ace and queen are 
both in #’s hand, he must make them. 

Trick X.—e continues the trump in hopes of bringing down the aco and 
queen; and, at all events, of giving the lead to 3, that ho may open the spade 
suit up to y. 

Trick XI.—3 leads a spade, which his partner w§ns and roturns. 3 does not 
finesse the knave, because there is another trump in, and tho king saves tho 
game. 

ay score the odd trick. 


HAND XVIL 


Aupoa’s Hanp.| Beta’s Hanp. |Gamma’s Hann.| Deuta’s Hann. 
a. Bp. y. é. 

Ace, Kv, 10 of @| Kg, Qn, 9, 7 of @/8, 6, 5,3 of ... @)4,2 of ......... & 

Ace, Queen of G)/9, 8, 2 of ..... Q| Kv, 10, 6, 5,4 of Q)| King, 7, 3 of... Y 

Ace, Qn, 6,5,3 g&| King, 7 of...... g&| Knave, 10 of... @/9, 8, 4, 2 of ... @, 

Knave, 10, 9 of >| Queen, 7, 6,3 of | Ace, 4 of ...... >| King, 8, 5,2 0f © 


Two of Diamonds turned up. 
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WHIBST. 
THE PLAY. 
N.B.—AFTER TRICKS MARKED THUS * REFER TO THE REMARKS, 

Trick L* aplaysAceg@ wa * 7y¥10@ 3 2 & Won by «. 
» I aw » Sm BKe® yvyKv@®h + 4H », B. 
» il. » Ke@ y 8@ 1 2@ aAco@m , «& 
» IV." « » Qo® Bb6O yAoD 3 SH 5 » 
» Vv yn 49 $89 a QQ 6229 4, « 
» VI a , AcoY B 8Q 7y 69 +790 4, «& 
, VIL «@» 5&® BID vb %>9@ 5 & 
» VI. ££ , Qn@ y 6@ > 4@ 2l10@ ;, B&B. 
, i 8, 7@!' »8@ 350 «Kr 4, 3 
»n & 8 yy 2G 29 6QnG0 vy4*QO 3» & 

REMARKS. 


Trick I.—With such a powerful hand, « should have led the knavo of 


trumps (13, 7). 


Triox IV.—Hero, again, a should lead a trutip. The result, however, is 
unaffected. 6 trumps with the six, as y dropped the knave of clubs in the 
previous round. The six is of no more value to 6 than the three, and it may 
force a high trump. 

Trick XI.—y can have no more trumps; f, therefore, does not continue the 
_ trump suit, but forces « with the nine of spades. If 63 want two by cards (17), 
the only chance is to draw two trumps for one. Whatever f leads 


Bé win the odd trick. 
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HAND XVIII. 
Aupma’s Hanp. Bazra’s Hanp. Gamma’s Hanp. Denta’s Hann. 
Oe y 
Ace, King, 50f , Kv, 10, 7, 8 of 9, 8, 6 of wr... @ Queen, 4,2of... @ 
10, 2 Of ...ccceee ( Ace, Kg,8,6,5' Queen, 7,4 of... Y Knave, 9, 3 of Y 
Kv, 8,7,6,5 0f , Ace, 3of ...... . 10,9, 2 of...... g® King, Qn, 4 of & 


Aco, 8, 6 of ... : 10, 9, 7, 3 of... } Qu, Kv, 5, 4 of 


Score: 88 love.—Two of Spades turned up. 


King, 2 of...... : 


THE PLAY. 
N.B.—AFYER TRICKS MARKED THUS * REFER TO THE REMARKS. 

Trick I. aplays 5 & 8B 3 y 9 3 Qn & Won by 3. 
yn © 3, €9 2a 69 BIS y¥ 8 «. =B: 
» UL* 6p, 8@ +r 6@ $3:Qn@ «Kc@ , 

» IV. a« , 6 BAcog®® y 2& 34 » f 

» Vi By Eve 7 8@ 24@ cAo@ , «& 

» VL* « , 109 pac >» 40 389 , 2B. 

» VIL. , 0 @, +9@ %3}2@ j~-.5@ , B 

,vI* By, 5O +79 tKvQO «290, 2B 
REMARKS. 


Triox JII.—g has a fine heart suit and the aco of clubs, and his partner has 


declared strength in diamonds. 


He thorefore leads trumps (13, b—c). 
Ho should 


Trick VI.—« leads hearts in hopos of strengthening his partner. 
rather lead tho ace of diamonds to save the game (17), and then continue tRe 
club. § is justified in playing dark (12,a). The ten led must bo «'s bost 
(vide Analysis of Leads, p. 26); if » has queen and knavo ho must make 2 


D 
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trick in hearts, but if ho has queen guarded, 6 draws the trumps and under- 
plays (9, d), when 3 probably makes the knave (18). 

Trick VIII.—A clever player would not be taken in by 6’s dark play. Ho 
would argue that 6, who has-been playing a very strong game, would not put on 
ace second hand unless he had king also. Besides, 2 having led the ten, 3 is 
sure to finesse if he has king, knave, or king, nine; so y’s only chance of 
making the queen is to put it on (9, d). 

Triox IX.—3 leads the king of clubs, thon the nine of hearts, and 


6 win five by cards. 


HAND XIX. 
AupHa’s Hlanp. Brra’s Hany. Gamma’s Hanp. Detta’s Hann. 


B. 
Queen,9, 4, Bof @ 8,508 .6....... @ 10,7, Gof...... @ Aco, Kg, Kv, 2 @ 
Knave, 7, 4 of J Qn, 10, 6, 5 of Y 9,8, 3 of ...... Y Ace, King, 2 of Y 
9,5 0f ........ && Kg, Qn, 8, 7 of Q Ace, Kv,10,3,2 @ 6,4 of ......... & 
King, 7, 6,5... Queen, 10,9 of © Aco, Kv, of ... © 8, 4,3, 20f .. 
Score: 86 love.—King of Hearts turned up. 
THE PLAY. 
N.B.—A¥TER TRIOKS MARKED THUS * REFER TO THE REMARKS. 


Trick I.* aplays 5} BIXOD y Ace} 3 2 Won by y. 
» I* y» , Aco 34 a6 & 6 T & ” 

» WE » , 2 3 6 « I 6 Qu & » 2B. 
ov iIV.* BB, 5Y y 3QY ds AcoY a 4Q » oO 
» VW" 3 , KEY a TQ B6Q y 8QY i e 

» VI 3 , Kg@® « 83@ BE b5b@ y 6@ Ges 
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Trick VII. 23 plays 2 Y akKkvQ £QnQg y 9 Y Won by £. 
» VAL Bf , Kg y 3 330 a t@ » &#B. 
» IX* 6 y 8@ vi@ tA0e@® «q9@ » 2B 
» & 8 y BY «Kg B10 vy Kv ” a, 

REMARKS. 

Trick I.—a cannot have both king and queen of diamonds, or he would have 
led the king. y cannot have the queen, or he would finesse (18). 

Trick II.—y (being numerically weak in trumps) should rather play to 
strengthen his partner by returning his suit. 

Trick IV.—Tho trump lead is better than opening weak spados, or than 
continuing the adversaries’ suits (13, a). 

Triok V.—f having led the five originally, and now playing tho six (18), 
clearly led from a suit of four at least (1, e). 

Trick IX.—2’s play, in not finessing, is ver§ good, He knows that his 
partner has the last trump (vide Romark, Trick V.), and the king or quoen 
guarded in diamonds (vide Remark, Trick I.). By giving up the finesse, 
though he originally played for it, and returning the diamond 3 makes sure of 
the game (17and 18). If he finesses, he only scores four. 


6 score three by cards and two by honours. ° 


HAND XX. 
Aurna’s Hanp. Beta’s Hanp. Gamma’s Hann. Dextra’s Hann. 
OL. fp. y. é. 
Ace, 4,2 of ...,  Knave, 8, 7 of @ 10, 9, 6, 3 of @ King, Qn, 5 of @ 
Ace, Queen of ‘ 7, 6,40f ...... Q Kg,Kv,5,8,20f Y 10, 9, 8 of...... Lv 
8, 3,2 of ...... . Kg, 10, 5 of ... @ Queen, 4 of ... G Ace, Kv,9,7,6 @ 
Kg, Qn,7,6,40f: <Ace,Kv,10,50f © 9,8 of ..... ine <8; 2 OP avcas n 


Score: 66 love.—Ace of Clubs turned up. 
D2 
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THE PLAY. 
N.B.—Arren TRIOKS MARKED THUS * REFER TO THE REMARKS. ¢ 


Trick L.* aplaysKeO BAced y 8D 3 & Won by &. 
, IL 


B , Kv@ y 83@ $3 5g aAcc@® wee, + ie 
» HD «@ », Qn Bb) y¥ 9 3 26 edd 
» IV" «@ » 490 B10D yr 4+& 5 6@ » 3B. 
n V" 3, 7 & at B Kg & y Qn & ” B. 
nn VI* pB , Wg y 2Q s$Kv & a Sh és 3. 
» VE 3, 9 a 8g mim § y 8Y “ei 
» VII. 3 , Ke@ a 2@ BT y 6@ ‘ 3, 
» IX 3 , Qn@ at4@ B 8@ y 9@ ‘i 3. 
, X* 3 , OQ a Ace B4Q y¥5YQ », «@ 
» AL* a ,, Qung ( 6 6Y yKgQ > &8Y " Y- 


REMARKS, 

Trick I.— Vide observations on leading from king, queen and small ones 
(p. 28). 3 begins to ask for trumps (13, 4). 

Trick II.—A forced lead (3 a—c). 

TriokK I1V.—« would lead the knave if ho had it, so #t must lic with 6 (18). 

Trick. V.—It being evidont that 6 has the winning diamond (vide Remark, 
Trick IV.), which y trumps, 3 should have led acd and another club to insure 
two rounds (13, /). 

Triok VL—g being numerically weak, returns the highest club (5). He is 
right to continue the trump, though the queen fell. It is a common ruse to drop 
a high trump in hopes of stopping the lead, 3 wins his partner's ten, as he sees 
he can draw all «’s trumps; it is very bad play, for if } passes the ten, his 
partner leads the knave of diamonds, to which 3 discards a heart, and the game 
is certain (17 and 18). 

Triok X.—z plays extremely well. He wants three more tricks, and the 
best diamond and last trump aro against him. Unless, therefore, the hearts 
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are equally divided, and y can win two tricks in them, the game is gone (17 
and 18), 

Trix XI.—Wo saw at Trick VI. the ill effect of improperly winning our 
partner’s trick; we now see the advantago of the samo thing judiciously done. 
y (Triek XIT.), leads the knave of hearts, which wins tho fifth trick and saves 
the game (17). 

B68 score two by cards and two by honours. 


HAND XXII. 
AupHa’s Hanp. Berta’s Hann. Gamma’s Hann. Deura’s Hann. 


am p. y. 6, 
Aco,10,9,4,20f @ King, 6,3 of... @ Queen, 7, 5 of @ Knavo, 8 of ... @ 
10, 6, 3 of ...... Y 8, 5, 40f ...... QJ Ace, Quoon of Y Kg, Kv,9,7,20f Y 
9 Of ....seeeceee GH Aco, Kg, Qn of & 10, 6, 5, § 3,2 of & Knave, 8, 7 of & 
Aco, Qn, 8, 7 of } Kv, 9, 6,3 of... King, 10 of ... } 5,4, 20f ...... > 

Score: ay one.—Knave of Spades turned up. 


THE PLAY. 
N.B.—AFTER TRICKS MARKED THUS * REFER TO THE REMARKS. 


Trick I.* aplays 2@ & 8@ y¥Q@ 3 8 @& Won by >. 


» UW" » » 7@y FKV@ aAco@® BCO@ =», «& 
» IL* « , TO B 8 y¥KgO 320 » 
» IV.* » , 10 846 a Qn© B 6 0 
» Ve @ y Aco} B YO y 2 35d iy a. 
n VI® @ y 8 BEV) y 5@ 329d n 
» VIL yy 8 & 3 7 & a 9 & £ Qn r ” B. 
» VI. 6 , Ke@ y4@ 379 a4@ » 
» X* 6 , Ke y 5 3 8 a 8Y » Be 
A me UB 4 Acodh y 6 & 3 Kv & a 9 & ” i 
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REMARKS. 


Trick I—d cannot have the king, or he would win the queen (18). 

Trick II.—y returns his highest spadd (5). 

Trick ITI.—a does not continue the trump. There are two trumps in against 
him, the king and the five. y cannot havo them both, or he would (Trick I. 
g. v.) have returned the five instead of the seven; nor can he have the king 
alone; for with king and seven he would have returned the king (5). @ having 
dropped the six (Trick IT.), has not the five (unless he is playing dark, which 
is improbable); therefore y has the five only, and 6 the king (vide Remark, 
Trick I.). Mark the importance of adhering to principle, even with small cards 
(5, ¢, and 18). 

Trick IV.—« does not finesse, as his partner, having returned the ten almost 
surely has but one more diamond (5), and will make his trump on the fourth 
round (18). 

Tuiok VI.—3 discards from § is strong suit; he has no chance of bringing it 
in, and he keeps the double guard on his knave of clubs (11, 0). 

Triok IX.—e# does not win this trick. y having discarded two clubs, and 
having led them, though ace, king, and queen are against him, clearly had a 
very long suit of them, and one, or at most two hearts. It is, therefore, most 
unlikely that y can get the lead twice in hearts, (which he must do to bring in 
the clubs) if « leads hearts, while the ace of clubs isagainst him. If y can only 
get the lead once in hearts, the best chance of winning four by cards (game), 
is to let the adversary get rid of the command of clubs. «a, by passing the 
king of clubs, may gain, and cannot lose. The position is exceptional. @ should 
have led the ace of clubs, which would have prevented «’s coup (4, /). 

Trick X.—By a refined analysis of the play, it is possible for 6 to see that 
the game is lost if y gets the lead after the ace of clubs is out, and that, 
therefore, the best chance is to lead a heart. There is, however, a great 
temptation to force a, and make him lead hearts up to 3. 

‘RICK XI.—za leads the six of hearts (4, f), as he does not want 6 to head 
the trick, nor y to finesse. y does not finesse, of course, because the ace of 
hearts, last club, and a’s trump, make the game (17). Had 4 oither ace or king 
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of hearts, he should have put it on second hand, as the best chance of saving 


th : 
e game 


a 


Ky, 9, 7, 8 of @|Kg,10,8 
Queen, 6, 5 of Y| King, 10, 7 of Y| Ace, Kv,9,4,3,2 (| 8 of 
8, 7, 6,4 of ... @&/Qn, Kv, 10 of & | King, 3 of 


King, 4 Of ..0005 o 9, 6 of 


N.B.—AFTER TRICKS MARKED THUS * REFER TO THE 


Trick I.* 
y w.* 
» IY. 
» Vv" 
» VI 
» VIL* 
>, VIII.* 
4 A 


aplays 3 @ 


B 


rR BD ow 


of oF 


” 


n 


” 


"7 


” 


77 


3 


” 


Qu& 
2& 
Kv & 
797 
69 
KvQY 
Ace} 
Kv} 


HAND XXII. 
Aupma’s Hanp.| Breta’s Hanp. |Gama’s Dlanp.|Detra’s Hann. 


; y: 
»5of @i4of ..... 


THE PLAY. 4 
B bm y 4@ 
vyKkg¢gh iAoh 
a 6 B10 & 
7y¥ 20 3 5 & 
y29 3 8Q 
BKegQ vyAcoY 
ae e 56Q 
aeKe> 68 6Q 
a 49 BX 
REMARKS. 


Trick I.—y can have no more spades (18). 


Trick II.— A forced trump lead (13, a). 


eeoesee 


REMARKS. 


@| Aco, Qu, 2 of © 
v4 
& | Aco, 9, 5,2 of & 
| Qn, 8, 3, 2 of | Ace, Kv,10,7,5 © 


” Score: (8 love.—Five of Clubs turned up. 


3 2 @ Won by &£. 


ath 


y 3& 
a 1& 
a QnQY 
> 5D 
6109 
y 89 
y¥Qno 
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Trick V.—f cannot lead up to the strong hand of spades, so he opens his 
next strongest suit (4, 6). 

Trick VI.—« returns the heart threugh the strong up to the weak hand 
(4, d). £ suspecting underplay, puts on the king, that being his only chance of 
making it (9, d@). 3's position with the best trump is difficult. The prosump- 
tion being that 8 led from numorical strength in trumps, 3 should trump. 
Tho hand, however, is given oxactly as it was played. 

Triok VII—The fall of the ten shows that y has the three remaining 
hearts (18). 

Trick VIII.—3 dare not lead from ace, queen of spades, lest he should let 
in « with the suit. «sees that if he obtains the lead in the second round of 
diamonds he must continue the spade suit, a course demonstrably fatal to him, 
unless his partner has the queen of diamonds. By discarding,the king a 
avoids the lead, and saves the game if his partnor has oither queen or knave 
of diamonds (as may be soon gy placing the cards), unless the adversaries open 
the spade suit, when the gamie cannot be saved by any course of play. These 
considerations make the king of diamonds the proper discard. This remark- 
ably clever coup—the discard of a winning card as the only chance of saving a 
game—occurred in actual play. 

Trick IX.—3 supposing that « has four more spades, takes the best chance 
of winning the game by going on with the diamond. 


HAND XXIII. 
Aurua’s Hanp.| Bera’s Hann. |Gamua’s Hanp.|Deuta’s Hann. 
a. B. y- 0. 
Kv, 9, 8, 4 of @/7, 8 of ......... @ | King, Qn, 2 of @) Aco, 10, 6,50f @ 


Qn, 10, 9,8,2 of Y | 6, 5 of ......... QJ} Ace, King of... Y| Knv, 7, 4,3 of Y 

19, 8, 6 of ....0. GH | Ace, Kv, 5,3,2 g&} Quoen, 9 of ... | King, 7,40f... & 

Knave of ...... ©] Ace, Kg, Qn, 8 O19, 7, 6,5,4,30f ©] 10, 2 of... O 
Score: 66 love.—King of Clubs turned up. 
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THE PLAY. 
4 N.B.—Arrer TRICKS MARKED THUS * REFER TO THE REMARKS. 


Trick IL* aplays 8 Y 6B 6 vy) 7yKg Q 3 8 YQ Won by y, 
» IL y ,, AceY x3 4Q « 2Q 6B 5Q Ty 4 
» O1* y , 8OD 3209 aKvd B Qng » 6. 
» IV. By. 2 y 9 3Kg® a Of ee 
» Ve 3 , 7 a 8 BKv & 7yQng yO: 
» VI" » , Ke@ sAco@ a 4@ B3&3@ », 3. 
» VI. 3 , 4 al0g 6 Acege y £6 »  &6. 
» VII 6B , Kg® y 59 310 « 9Q » B. 
» IX* B , 5 y 6OD > 5 ald Y 3 B. 
» %* B , 3 yr 2@ 5 Ja a 8@ ; 6&6. 

REMARKS. 


Trick I,—a leads the lowest of his under sequence (2, b). & begins to ask 
for trumps (13, 2). 

Trick III.—a’s knave being won by tho queen, shows that a has no com- 
manding strength in diamonds (8 and 18). 

Trick V.—£ is right to finesse (13, ¢). 

Trick VI.—y pretty sungly has the queen (18). y had better have con- 
tinued the diamond suit; the best chance of making five tricks (17), is for 
some other hand to open the spades (3, 5). 

Trick VIII.—3, dropping the ten, can have no more diamonds (18). 

Trick IX.—Well played. 6 counts y’s hand to consist of nine and two small 
diamonds, the queen of spades (vide Remarks, Trick VIII. and VI.), and one 
other card, probably a small spade, for had he another heart, he would have 
continued his partner's suit (18). If y discards the small spade to the trams, 
B next plays the seven of spades, and compels y to lead up to the major tenace 
in diamonds. 

E 
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Trick X.—Observe, 8 compels another discard from y, and whether he 
discards a small spade or another diamond, 8 wins the game. This very fine 
coup occurred in actual play. It is in y’s power to save the game by didard- 
ing the queen of spades. y should have noticed, that if he gets the lead, he 
must lead diamonds, and lose every trick in them (18). 

Trick XI.—6 leads the seven of spades, which y must win. y will then 
be obliged to lead a diamond. 


66 score three by cards and two by honours. 


a ene 
HAND XXIV. 
AupHa’s Hanp.| Bera’s Hann. |Gamma’s Hanp.| Davra’s Hann. 
a. B. y- é. 
y, 5, 4, 8,2 of @| Qn, 6of......... @ | Ace, King of... @| Kv, 10, 8, 7 of @ 


Ace,Kg, Q, 10,2 Y Ky, 9, 8, { 8 of gY 6 of oR edenecose gY 7, 4 of eboesenes g 
King of ........ {9,8 8, 2 0f...... | Qn, Kv, 7,6,5,4 @] Ace, 10 of...... & 


10, 6 of ..... vee QD Ace, 9 of ...... © Kg, 5, 4, 3 of ] Qn,Kv, 8,7, 20f © 
Score: love-all—Ace of Olubs turned up. 
THE PLAY. 


N.B.—AFTER TRICKS MARKED THUS * REFER TO PHE REMARKS. 


Trick I. «playsKgQ B 8Q y 699 3 4Q Won by «. 
» UF a 4, QrnQ B 5bQ y 49 3 7Q ” 
» UL e« , AceY 6 &8QY y 8 3108 » 
» IV. 3 , 2 «e 69 B Ace® y¥ 5O » 
» %" 86 , EVY y 4@& sAce ® 2a 2Q 5 
@s) VI* 3 ” Qn © « 10 ° B 9 © Y Kg} ” 
» VIL y» » Qung&® 3 7@ oKg&h 82 ” 
*e,y,lQ &9Q + 5& 


& 2 o ®@ o@ & 


9 1 
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REMARKS. 


Tryx Il.— » begins to ask for trumps (13, 7). 

Trick V.—d’s best play is to overtramp with the ace. 

Trick VI.—3 would not lead the queen (the second best diamond), unless 
supported by the knave. The ten and nine of diamonds falling show y that 
all the remaining diamonds are with 3 (18). 

Tack VII.—The fall of the king is unfortunate. It shows y, however, 
that all the remaining clubs are with 6 (18). 

Trick VIII.—y can count #’s hand (18). All the hearts are out, so @ 
must have two spades and three trumps (vide Remarks on Tricks VI. and 
VIL). If > discards a spade he cannot avoid leading trumps twice up to 6. In 
that case 6 will make two tricks in trumps (saving the game 17), as will be 
apparent by so playing the cards. The result is otherwise if y trumps his 
partner’s best heart. He can then lead out the ace and king of spades, to 
which 6 must follow suit; and by continuing wih the six of clubs, y secures 
the tenace and wins the game. 

A similar masterstroke played by Deschapelles, many years ago, was greatly 
admired by the players of the day, and received the appellation of the grand 
coup. 


Printed by John Crockford, 10, Wellington-street, Strand, London. W.C. 


OPINIONS OF THE PRESS. 


“‘There has hitherto been a great defeog in the manner of teaching the 
principles of Whist; hence, the acquisition of the knowledge how to play, has 
rather been an effort of the memory than an occupation of the perigee ar 
We are glad, however, to announce: the publication of a work on ist 
[Cavendish] which remedies the defect. The directions for play are still 
stated as heretofore, but the new feature is, that the reasoning on which they 
are based is given so logically and completely that any reader may make 
himself master of the process of their derivation, and so give himself a much 
greater command over them.”—Macmillan’s Magazine, January, 1863. 

“ The publication of a work of this kind requires no small share of courige; 
and for its success, the author must possess in addition, entire freedom from 
prejudice, and a thorough and scientific knowledge of the game. This rare 
combination of attributes Cavendish appears to possess.” —Bell’s Life in London, 
May 10th, 1862. 

‘“‘ Many books have been written on Whist, from Hoyle downwards; but we 
know of none undertaken on s0 satisfactory a plan as the one we have now 
before us,’—Field, May 10th, 1862. 

“‘ Oavendish is the only writer on Whist who treats the game as it should be 
treated—philosophically.”—.Srting Review, December, 1863. 

“ Cavendish is unquestionably the most remarkable Whist Book since Hoyle. 
. « + « We commend it heartily to whist players.”—Jdustrated London 
Neus, December 5, 1863. 

“We cannot refrain from calling our reader’s attention to tho work of 
Cavendish, which, on the principle that ‘good wine needs no bush,’ requires 
no praising.” — Court Journal, October 31, 1868. 

“ Cavendish is the modern Hoyle. . . . In his pages is sound wisdom.” 
Queen, December 5, 1863. 

“ About Whist 1 know as much as mostmen. . . . Ask me what is to 
be done by second hand with ‘King one,’ and you will receive the best 
information, not even excepting that which can be got from the author of 
Oavendish.”—Chambers’ Journal, February 28, 1868. 

‘‘Qavendish has been received with the welcome it deserved.”—Sharpe’'s 
Magoazine, February, 1864. 

“The laws of Cavendish are those of a righteous judge, and his calculations 
those of a thorough mathematician.”——Batly’s Magazine, February, 1864. 

¢‘In Cavendish both principles and reasons are clearly and conclusively laid 
down; and we heartily recommend all who prefer Whist to bumble-puppy to 
digest the pages of this masterly work.”— Wilkes’ New York Spirit of the 
Times, December 12, 1863. 


MESSRS. BANCKS, BROTHERS. 
‘wack, se oxpaxruinet OF STAGING THAT THEE CONTINUR wo manisaonunir 
HONS OZ.D“ESTABLISHED | 
WHITE, SPECKLED, AND PINK CARDS; 


AS USED AT THE PORTLAND, 


AKD OTHER LONDON AND PROVEMOLAL, OLURS; 48 WELL AG THE 
MORK ORNAMENTAL 


OLD, FLORAL, AND OTHER HIGHLY FINISHED 
ENAMELLED CARDS. 


Pssshaber orsbrmereron arse ete rm artes foer ears stare, wane urna 
desses. Baxeoxs beg respectfully to draw atten ion to the following notices 
yespecting their Cards :-— 
jatrect (by permission) from @ private note from the duthor of “ Cavendish,” 
to Mesers. Bancks, Brother 
Oth April, 1863. 
“*% certainly prefer your Cards to those of other makers.” 


“Hunt (now Bancks) is the oldest card manufacturer in London. He 
vad a first-cleas reputation.”—The Field, February 14th, 1868, 


It remaine@ for Mosats. Bancks to combine beanty with strength, and 
> introduce cards which péssess every advantage.” 
The Sporting Review, sent. 1868. 


throug’ good taste and liberality of M B ke, Brothers, thie 
Wong on ne bass of tile curds have become exquisitely bosctie a 
j Tac Tihusteatad Lenton Neve, stay feel, 1500. 
Mowers, Bancks are Takers of tho wry ett paying cur hata 
nia; A—The Queen, December 8 Sth, 1868. 
th, Staats Street, Ht, Jamen's, W. (from 20, Piongipiy.) 


